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Chapter 1
The Overall Picture

Introduction

This manual describes how to use the NMODE environment. This chapter describes the
overall nature of NMODE. It contains a basic introduction to NMODE that is assumed
in later chapters.

To help you quickly locate the desired information in this manual, each chapter and
major section has the following organization:

e First, an introduction describes the operational characteristics of the topic at hand.
The introduction describes the functionalities you are about to investigate. This
way, you will immediately know what you can learn by further reading.

e Next, any prerequisites such as loading a module or setting up an environment are
described. When many alternatives for setting things up are available, the manual
mentions one or two efficient commands or procedures that let you get started.
In addition, in cases where it is desirable to describe some fundamental concepts
related Lo NMODE, this information is included.

o After any prerequisites are explained, the chapter or section discusses the various
things you can accomplish, relative to the topic at hand, by explaining commands,
routines, and procedures. The manual explains multiple ways to do things and
often lets you decide how to proceed, depending on how you like to work and what
you want to do.

e Finally, each chapter or major section discusses the various details related to the
topic.

You do not need to use all of NMODE to work effectively, and correspondingly, you do not
need to read the entire manual at one time. The manual is segmented and each segment
is graduated so that you can obtain some fundamental information in a few chapters and
then get information selectively, depending on what you want to do. Included with the
system are on-line tutorials. You may wish to use both this manual and the tutorials as
you learn about NMODE.



To see the total organization and content of this manual, you might take a moment to
examine the table of contents, which is the major guide to finding information by topics.
For specific items, the index references information by label and page number.

The information in this manual relates to the NMODE user environment as you received
it. This point might seem trivial, but later, you will see that NMODE can be customized
or extended, or both. If you customize or extend NMODE, your version might not work
according to what is said in this manual. If you intend to alter your environment and you
are concerned about being able to restore the original NMODE user environment, discuss
with your appropriate Hewlett-Packard representative about the best way to backup the
NMODE software you received.

Many parts of NMODE are like the EMACS editor originally developed by Richard M.
Stallman at M.I.T. NMODE itself was based to some degree on EMODE, which was
developed by William F. Galway at the University of Utah.

Before You Read Further

You need to do the following things before you read and use this manual.
e Assemble and check your hardware system.
e Install HP-UX 5.1 (or later version)
o Install the Common Lisp development environment software.

o Install NMODE. This occurs in conjunction with installing Common Lisp, but be
aware that you can do some customizing.

e Invoke NMODE. That is, you boot HP-UX and then run the NMODE user envi-
ronment.

The last point might seem trivial, but this manual assumes that NMODE has been
invoked; it does not deal with how to configure the software and invoke it. (That is
explained in the Installation and Overview manual.)

As a quick review, if HP-UX is up and the development environment software has been
installed and you have logged on and see a familiar shell prompt (% or $), then you can
invoke NMODE by typing:

$LISP/bin/nmode

The invocation process takes one to two minutes depending on what options you are
loading.




What Is NMODE?

This section briefly describes what NMODE is in a conceptual sense. It does not tell
you how to do anything. In general, depending on your background and orientation to
W\ software, NMODE is any or all of the following things:

NMODE is an integrated program development environment. It provides an easy-
to-use human interface that can be manipulated by use of a pointing device (mouse),
simple keystrokes or English-like commands.

NMODE provides an Emacs-type editor for rapid manipulation of text.

NMODE supports the interactive development of Common Lisp programs and pro-
vides simplified editing, compiling, and error correcting of C, Pascal, and FOR-
TRAN programs.

NMODE allows easy access to the underlying HP-UX operating system. You can
execute HP-UX commands in a shell-buffer which is similar to an HP-UX shell but
retains all text in an NMODE buffer.

Besides being just an interface with an EMACS-type editor, NMODE lets you
develop, interpret, compile, and debug Lisp source code without ever leaving the
editing environment! In addition, it provides browsers that contain code and search
indexes which efficiently find source code functions and strings that you want to
edit.

You can use NMODE to develop code in C, Pascal, and Fortran. NMODE pro-
vides assorted templates that help you write code and also provides a browser that
contains compilation error indexes. These error indexes take you directly to errors
produced during compilation of C, Pascal, or Fortran source code. In addition,
you can directly move between editing and browsing modes, which permits making
smooth transitions from editing to compiling to debugging and otherwise manipu-
lating source code.

The name NMODE can also be applied to the library that contains the editor and
assorted tools.

Although NMODE is very flexible, you will discover that it is predictable and straight-
forward. The major things you can do include:

.

Edit, interpret, compile, and debug source code
Prepare reports and other documents

Manage files in directories



Get online information

Interact with the underlying Common Lisp language

e Interact with the HP-UX operating system

Run applications \%

Where Does NMODE Fit In?

The following general illustration shows the major parts of NMODE and the relation-
ship of NMODE within the Common Lisp Development Environment. The following
illustrates the high-level structure of NMODE.

Buffers (provides an Emacs Mode editor)
Directories (provides directory and file management)
Documentation (provides online documentation)
NMODE Additional Facilities (provides tools for programmers)
User Options (provides control of user customization)
Code Indexes (provides indexes to source code) "’%%
Search Indexes (provides indexes to any text)
Compilation Error Indexes (provides indexes to errors)

User Developed Applications
Common Lisp
Optional software (e.g. Window Management)

HP-UX

Notice the following things:

e HP-UX is the underlying operating system. It provides a base for Common Lisp
and other software. NMODE can have a shell-buffer which lets you execute HP-UX %
commands as if you were in a shell.



¢ You can run optional software on HP-UX that adds functionality; for example,
window management.

e Common Lisp runs on HP-UX and is independent of NMODE. Thus, a programmer
can use NMODE to develop Lisp-based applications which can run later without
NMODE.

e NMODE runs on Common Lisp and interfaces to the underlying Common Lisp
environment; for example, you can interpret or compile Lisp source code while you

are in NMODE.

Overall, the illustration shows that HP-UX, Common Lisp, and NMODE provide a base
for a software development environment. Other software can be added to extend the
environment to provide the functionality you need. The illustration also implies that
HP-UX and Common Lisp can provide a basic execution environment on which you can
run assorted applications.



Finding Information

This manual, which describes the use of NMODE, is part of the manual set for the
Common Lisp Development Environment. The set contains the following additional
guides and manuals:

The Installation and Overview manual describes how to install the HP-UX oper-
ating system, the Common Lisp environment, and the NMODE user environment.
Working through the installation manual is a prerequisite to using this user’s guide.

The NMODE Command Reference manual supplements this user’s guide in that it
contains reference information about each NMODE command.

The Lisp Programming Guide describes assorted programming topics. The guide
explains how to use Common Lisp and assumes that you are familiar with Lisp.

The Lisp Language Reference manual contains reference information about Com-
mon Lisp.

The documentation set for HP-UX, especially the HP-UX System Administrator
manual, provides a detailed explanation of the HP-UX operating system.
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Getting Information in This Manual

The Table of Contents provides a quick means of seeing all of the topics discussed in this
manual. The appendices provide the following types of reference information.

e Appendiz A is a lift-out card that lists all typical NMODE Commands. For each
command, the appendix provides: a descriptive phrase, a key sequence, and a Meta-
X command name. The commands are grouped into topical categories so you can
find them quickly .

e Appendiz B is a lift-out card that contains an alphabetized list of special browser
commands. The appendix lists command names and describes the commands.

o Appendiz Cis a lift-out card that lists and describes the commands you can execute
by pressing a softkey. In most cases, pressing a softkey merely provides a convenient
way to execute a certain command. In a few cases, pressing a softkey toggles or
cycles certain states or sets of softkeys.

e Appendiz D contains information about the keyboard. Examine this appendix if
you want to get information about bindings for keys.

Although NMODE is an integrated environment, information is presented in this manual
in somewhat separate pieces so that you can quickly find the information you want.

This manual does explain those commands that let you work with other software. For
example, you will probably use window management software. Commands that manip-
ulate windows are documented in this manual. Similarly, this manual documents mouse
commands, but does not describe the HP 46060A device in general.



Looking at NMODE

NMODE is essentially a user environment for software development. For example, with
NMODE you can: write source code, interpret and/or compile the code depending on
the language. This section describes the main features of that environment.

Some Basic Definitions

Before reading other chapters, it is necessary to define some terms that are used through-
out this manual to provide a consistent way to talk about the things you work with.

NMODE The many parts that make up NMODE are not just a collection; they have

Root hierarchical and integrated relationships. When you invoke NMODE, you
get a screen-oriented interface that provides a list of facilities. This top
level is named NMODE Root in the screen display that lists facilities. Do
not confuse references to NMODE Root with any references to the root of the
HP-UX file system or the root user (or system administrator).

Facility When you are at NMODE Root, the display shows a list of items (such
as Buffers, Directories, and Documentation). Each item that is listed at
NMODE Root is called a facility, and the collection is called the facilities.

Item Each facility contains a list of items. In using NMODE, you typically get
into a certain facility and then work with its items. The generic term,
item, is used to refer to any of a number of “things” you might be using.
For example, the items in the Buffers facility are buffers (workspaces) in
which you can edit text. Other facilities contain other types of items.

In working with NMODE, you will notice that NMODE provides a consistent interface
for using the items. Two mechanisms, one called a browser and the other an EMACS-
type editor, stand out. The mechanism called a browser lets you manipulate assorted
facilities and items; for example, directories, files, indexes, online help, and user options.
In a different vein, the second mechanism is an EMACS-type editor that lets you edit
text in working buffers.
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The Features

The following terms and information describe NMODE’s features, and thereby indicate
what you can do within NMODE.

e Integrated: Without going into details, this term means that NMODE’s files work

together to provide a total user environment. Here are three examples:

o NMODE?’s structure and available commands make it easy for you to sequen-
tially point to and browse a facility or item regardless of what it represents.
FFor example, starting at the NMODE Root, you could successively point to
and browse: the Directories, an active directory, and a particular file. Then,
you could “switch gears” and edit the file. The term, point to, means that
you move a highlighted region onto an item in a browser’s list. The item that
you are pointing to is also referred to as the current, selected, or active item.

o NMODE is implemented entirely in Lisp. You can evaluate Lisp forms or
compile and execute them, without leaving NMODE’s editing environment!

e The availability of multiple buffers and windows lets you edit several files in
parallel; for example, source code, documentation, and report files. You can
pause at any time, leave what you are doing, work with other items in the
environment, and then return to your files.

e You can access HP-UX in several ways without leaving NMODE.

Customizable: You can change the key sequences that invoke commands or add
certain features to the environment.

Extensible: Beyond customization, you can write functions for new commands, bind
them to key sequences, and add them to your environment. You can also replace
parts of NMODE incrementally.

Screen-oriented: Typed characters automatically echo to the appropriate region of
the screen. Characters typed for text or code appear in a section of a window called
a pane. Characters typed for commands or entries related to prompts appear in
a message area. This echoing occurs interactively in the sense that the display is
updated often, usually after entry of each character.

Documented: NMODE provides documentation in online manuals and frames of
information that can be accessed in various ways and displayed on the screen.
Among other things, you can get information about commands, terms, and defini-
tions. A later chapter of this manual called Getting Online Help contains detailed
information about getting online help.



e Moded: The name, NMODE, derives from the fact that the user environment has
multiple modes. Here is a general scheme for thinking about modes.

e In NMODE, you are always using a certain type of item; for example, a facility
(such as a directory), a file, or a buffer.

e An item always has some associated mode; for example, a buffer has an editing
mode.

e The mode determines available commands. That is, the available commands
are always suited to the items at hand.

e A mode consists of one major mode and zero or more minor modes. The major
mode provides the bulk of available commands while the minor mode provides
a limited set of special commands, generally suited to a particular type of item.
For example, in Emacs mode there are many commands for manipulating
text. If we add the HP-UX minor mode, there are now additional commands
specialized for working with HP-UX.

The current set of modes is based on ongoing development of user environments that
began at M.LT. in the 19603 with the development of TECO and continued with the
development at M.L.T. of EMACS. The modes developed in these editors are the prede-
cessors of the current modes in NMODE.
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With these terms in mind, the following chart shows relationships among the entities
that make up the NMODE user environment.

Basic Screen-oriented Interface
(The "mechanism" for using the NMODE’s items and modes)

~

The total NMODE user environment

The Facilities
(Provide access to all items in NMODE)
[Directories, Documentation, Buffers, User Options, Code, and Others]

The Items
(Are the entities you primarily work with)
[files, text, information, forms, indexes, system variables]

These things work as follows:

e The basic screen-oriented interface simply lets you work with the things in NMODE.
This interface is fully described in the next chapter.

e The facilities let you access all parts of NMODE and sits at the top level, called
q ' NMODE Root. In general, you do not work with facilities so much as you use them
g to get to items they contain.

e The items are the “nuts and bolts” things that you manipulate as you browse files,
edit text, search for code items, and so on.

With this in mind, we can now begin to use NMODE.

11



Using NMODE

Answering the question, “How does one use NMODE?” is not trivial since there is no
single way to use any part of NMODE. Many of the common operations, such as editing or
manipulating files, can be accomplished in several ways. While this may appear confusing
to the beginner, you should not worry because you can quickly learn the fundamentals.

Remember that each chapter and section provides some initial description and quickly
points out things you can do. Then, the chapter or section explains available alternatives
and lets you decide how you want to operate.

Overall, the following information suggests how to use NMODE.

o NMODE provides a screen-oriented interface that has several regions. Each region
serves a certain purpose. For example, the mode line always indicates the state of
the current environment. The next chapter called Basic Use of NMODE explains
this interface in detail.

e You can go to the part of the environment that you want and then complete tasks
by executing commands that operate on current items in a current mode. In most
cases, you invoke a particular browser that lets you manipulate items, or you invoke
the editor to edit text.

e When you are in a browser, you can examine a list of items, point to an item,
and then browse it. For example, starting at the NMODE Root, you could point to
and browse Documentation to get a list of online manuals and help text. Then, you
could point to and browse an online manual to get a list of chapters. In addition
to pointing and browsing, you can execute any of several commands that let you
manipulate the items.

When you are in a browser, the current environment provides a menu of special
browser commands that let you do such things as browse, filter, or group items. The
browser commands, which appear at the bottom of the screen, are always tailored
to the current items and mode and allow a menu driven routine for manipulating
items.

When you are in a text buffer, no special menu of commands is available (unless
you use the mouse to get a popup menu), but you can write and edit text, evaluate
source code, and so on. Many commands are available for editing. These commands
are EMACS like commands. Appendix A contains a quick reference to them.

e NMODE has various commands that let you move the cursor, manipulate files,
compile source code, manipulate windows, and otherwise manage the overall envi-
ronment. Here are two examples:

12



The editing modes provide commands for getting a file to edit, deleting items such
as words, lines, sentences, paragraphs, and regions. Having deleted an item, you
can move the cursor to a desired location and reinsert the deleted item. You can
then save the edited text in a file.

After you write Lisp source code and edit it to your satisfaction, you can immedi-
ately interpret the code to see if it works. If it does work, you can save the code to
a file and immediately compile the file.

When learning to use NMODE, most people begin by using a point and browse method
to perform tasks. Some use menu driven methods to execute certain browser commands.
Later, most people learn several commands that provide direct access to items they wish
to use.

The Next Step

This chapter, which you have almost finished, generally explained or implied what you
can do without saying anything about how to do it. This means that the chapter implied
the need to read other chapters. You will eventually need to work through subsequent
chapters if you want to make use of all parts of the NMODE environment. Here is what
they contain.

Basic Use of NMODE is essential reading. You cannot effectively use NMODE
unless you are acquainted with the screen-oriented user interface, the types of modes
that provide commands, the ways to execute commands, and various related details.
The chapter contains much information, but you will soon learn how to manage
and use it.

The chapter called Getting Online Help explains how to have the system provide
information when you need it.

The chapter named The HP-UX Facility explains the facility that lets you interact
with the underlying HP-UX operating system without having to leave NMODE.

Each browser is discussed in a separate chapter that you can read after you read
the chapter called Introduction to Browsers, which explains browsers in general.

Working With Texzt contains information related to editing human-readable text (as
opposed to program source code). This information is assumed in later chapters
called Working With Lisp Code and Working with Non-Lisp Code.

Working With Lisp Code and Working with Non-Lisp Code contain information
related specifically to cditing and otherwise manipulating source code.
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e Customization is treated last in a separate chapter, should you wish to alter the
user environment you originally received.

Be sure to read the chapters that contain introductory material before tackling the
advanced topics. It is suggested that you take time to read the information and examine
your system at the same time. Be sure to watch for and read about the mode line. This is
important because, the mode line is always your best indicator of where you are located
within the environment.

While few specific exercises are provided in any of the chapters, many examples are
included. Try them out to see user-level cause and effect relationships. In particular,
it is suggested that you work through the parts of chapters or sections that discuss
prerequisites to doing something so you can see first-hand what the system does when
you load a module or set values for certain user options. Then, read additional material
selectively and perform tasks related to what you need to accomplish.

14



Chapter 2
Basic Use of NMODE

Introduction

This chapter describes how to use the NMODE environment. Here you can learn how to
interpret the display, execute commands, and use assorted routines for moving around
in the environment. In discussing these types of operations, specific information about
conventions and procedures is included so that, as you read later chapters, you will
know how to interpret particular situations. By knowing this type of information and by
knowing about NMODE’s “parts”, you will soon be able to use the environment in very
powerful ways.

Specifically, by reading the chapter you can learn how to:

e Understand and use the screen-oriented interface. Following this, the basic struc-

ture of NMODE is illustrated and discussed.

e Use the keyboard, softkeys, and pointing device (mouse) to execute NMODE com-
mands.

e Work with NMODE’s modes. You will see how the current mode provides the
commands that let you work productively with current items.

e Use several different routines to access and otherwise work with items.
e Supply numeric arguments to a command being executed.

e Cancel, abort, or exit commands or situations.

Each of these things will be useful as you read subsequent chapters.

15



The Display

This section explains what you see on the terminal or window(s) that NMODE is running
on. The information is important because NMODE’s interface is screen-oriented; it lets
you know what the system is doing by displaying items, text, prompts, and menus in
certain areas. This “partitioning” of the display is the fundamental principle underlying
the interface. For example, by reading further, you will see how the mode line always
lets you determine where you are within the overall environment.

While NMODE can be used with or without window-management software, having
window-management software provides various conveniences such as multiple NMODE
windows and popup menus. Exceptions to NMODE’s behavior when it is running with-
out the window manager will be noted.

The NMODE Display

An NMODE window is the fundamental interface to NMODE. Without window-
management software, NMODE uses the entire physical display as its window. With
window-management software (Windows/9000), NMODE windows correspond to Win-
dows/9000 windows.

For simplicity, the term NMODE window will refer to the entire video display when
running without window management software, and it will refer to the one or more Win-
dows/9000 windows used by NMODE when you are using window management software.
(While it is possible for NMODE to use more than one video display, such configurations
are not discussed in this chapter.)

The NMODE screen is partitioned into panes, message areas, and mode lines. Such
things as text, lists, names (titles), messages, menus, softkey labels, prompts, user entries
(input), and system related information appear in certain locations, according to the their
purposes.

For the sake of simplicity, only one NMODE window appears in the following illustration
and description of the screen display.

The illustration contains illustrative entries in certain areas to demonstrate how the areas

are used. Tn the illustration, the display is enclogsed, and the Iahels for areas appear on

the left side.
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The General Screen Display

This is the general layout of a screen containing an NMODE window. The screen can
be more complex, depending on your system and what you are doing. To help you get
an overall notion about what appears on the screen and how it works, the following
subsections describe each area in the NMODE window and the important items that
appear in those areas.

Physical Display

The entire physical display is one screen. From the bottom to the top, it contains
softkey labels, and a window. With Windows/9000 running, the screen can have multiple
NMODE and HP-UX windows, and you can move freely among them.
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Window

An NMODE window sits inside the screen and incorporates one or more panes and a
two-line message area. With window-management software, a window has a name and an
optional border. The border has regions, especially in the corners, that provide certain
window management functionalities. The diagonal arrow lets you move the window; the
square lets you make the window into an icon, the square with the smaller square lets
you make the window smaller.

Pane

Panes sit inside a window. The illustration shows two panes. Each pane has a highlighted
mode line and contains either text (if the pane is displaying a buffer) or items (if the
pane is displaying a browser).

Most of the time, you focus on the contents of a pane as you use NMODE and note the
contents of other areas to get supplemental information; for example, the name of an
associated file or a browser command. The pane for the OUTPUT buffer is special in that
its mode line also contains information related to the state of the underlying Common
Lisp system.

Mode Line

Each pane contains a mode line. This line is very important since it tells you many
things about the state of NMODE. In the previous illustration, the following two mode
lines were shown:

I/0 @ Emacs (Text Fill) /users/julie/my-stuff.txt -04%-
and
Emacs (Lisp) [OUTPUT] = 12 LIsP
In general, a mode line can contain some or all of the following information fields.
I/0 @ Major (Minors) [BUFFER] file {PACKAGE} -position- *
When you look at a mode line for a pane, here is what each part tells you:

1/0 The I/O indicator appears when NMODE is idle for a certain amount of
time and is waiting for input or output. A PWR indicator appears during
the “power-up” of NMODE. A blank in this spot indicates that the system
is busy executing. This indicator appears only in the current pane.

The “at sign” is an indicator for the current pane (i.e. the pane that is
listening to the keyboard). You can change the indicator to another string
by using the NMODE General Options Browser.

18



~

Major

(Minors)

[BUFFER]

This is a string that names the major mode; for example, Emacs for editing
text or Browser for manipulating listed items. Only one major mode is
current at a particular time.

The string or strings inside the parentheses name one or more minor
modes; for example, HMODE Root, Text, Lisp, or Directories. A minor
mode can be global, local, or tied to a major mode, depending on the
implementation of the mode.

The string inside the brackets names the editing buffer when it differs from
an associated file name. Otherwise, no buffer name is displayed. While
only one buffer is current at one time, you can have many buffers and can
move freely among them.

This is the absolute pathname for the associated file for the current editing
buffer; for example, /users/laurie/test22/codex.1l. The displayed path-
name is for the last file visited in the buffer. You can visit any sequence
of files in an editing buffer, reading the mode line to keep track of which
file is current.

{PACEKAGE} When it is present, the string inside the braces names the current package;

-position-

for example, {LISP}, {USER}, or {NMODE}. If the string is not present, you
can execute M-X show package to see the current package.

The position is a percentage of the contents of the buffer that lies above
the cursor (point); for example, -84%-. The position indicates TOP or BOT
when the percentage approaches 0 or 100, respectively.

An asterisk appears when the contents of the buffer have been modified
since the last save. Otherwise, the asterisk is not displayed.

Here are some examples of typical mode lines.

e This mode line is for the browser that contains the facility named Buffers. The
major mode is Browser and the minor mode is Buffers.

Browser (Buffers)

The pane is not current (no leading string), and the mode line only indicates the
major and minor modes.

¢ This mode line is for a current editing buffer in Emacs major mode with Lisp minor

mode:
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@ Emacs (Lisp) [MESS] {USER}

The @ indicates that the pane is current. The buffer name is MESS. It has no
associated file and has not been modified (no asterisk). The current package is
USER.

e This mode line is for a current editing buffer in Emacs major mode with Text and
Auto Fill minor modes:

@ Emacs (Text Fill) /users/john/info/ace-doc-23.txt --34%-- #

No buffer name is displayed, but the buffer has an associated file which is indicated
by the pathname, /users/john/info/ace-doc-23.txt. The -34%- indicates you are
34% of the way through the buffer. The asterisk indicates the buffer has been
modified.

By the way, you could invoke the browser for Buffers to verify that the buffer name
is ACE-DOC-23.TXT. Whenever you execute a command that finds a file, a buffer is
created for the file and has the file’s name even though the buffer name is not
displayed in the mode line.

Regarding the mode line, NMODE has one special case. The mode line for the OUTPUT
buffer displays typical information and also displays information about the current state
of the underlying Lisp system. The right end of the oUTPUT buffer mode line looks
something like this:

9 LISP

The 9 indicates the number of calls to the Lisp interpreter during the current NMODE
session. This number increases by one each time you evaluate a Lisp form.

When evaluation of a Lisp form produces an error, the mode line for the oUTPUT buffer
displays information about break loops; for example:

10 DEBUG (3)

The 10 indicates that you have called the Lisp Interpreter 10 times. The DEBUG indicates
you have entered the debugger. The (3) indicates the number of levels down from the
top level of the current break loop.

Everything you see in a pane is in a current buffer and that buffer has a current major
mode and some number of minor modes. The current modes provide the functionalities
for the butfer; they control for example, whether the contents of the butfer are items you
can manipulate or text you can edit. Information about the current mode appears in
the mode line for the current pane. In general, the mode line shows the current state of
NMODE.
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Message Area
Notice that the message area in the illustration contains a reminder:

C-M-L to QUIT, C-7 for HELP, C-X R for Root

that tells you how to exit the buffer, get help, or return to the top level of NMODE. The
message area is used for

e Prompts for commands. Many commands are interactive, prompting for user input.
Commands that prompt for user input temporarily invoke an Input mode that lets
you edit the input with normal editing commands, get help, or abort the command.
Input mode might also provide additional functionalities (i.e. pressing the space

bar or (ESc] to complete a filename or pressing or to terminate input).
e Menus for browser commands (also called a command line).

e System and error messages. For example, if possible, the system indicates when it
is collecting garbage. The information returned by many commands appears in the
message area. C-= is such a command.

e Strings (user input) typed as part of executing certain commands appear under the
prompt.

e Results returned by using the Evaluate Form command, C-X C-E, to evaluate Lisp
forms.

The message area is part of a window. A multiple window system contains a message
area for each window. During sessions with NMODE, your attention is often directed
to the message area as you interact with the system or get information. Some messages
appear only briefly, so yon need look for them before they are erased. Like the mode
line, the message area often tells you what the system is doing.

Softkey Labels

The softkey labels appear at the bottom of the screen. You might need to press
to display the labels. In general, the softkey labels change to fit the current mode and
state of the NMODE environment.

Selected Window Name

If you have window-management software, and the softkey labels are being displayed,
the lower-right corner of the screen displays the name of the currently selected window.
Below this, NMODE will indicate when a garbage collect occurs by printing “s#+ GC

T T2
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Cursor

The currently selected pane contains a cursor. The cursor can be a blinking underscore
beneath the current character or a rectangular region on the current character, which
shows through in inverse video. In a browser, the cursor normally sits at the left end of
the highlighted region, but it can be moved to a character or word in the line.

In a buffer, the cursor tracks the “point”, which is a position {(column and row) i
the buffer just to the left of the cursor where characters are entered. When you execute
certain commands that invoke a temporary Input mode, the cursor moves to the message
area but it will return to the location of the point within a buffer.

Besides using a point to keep track of the location for character-entry in an editing buffer,
NMODE can use up to 16 “marks” to keep track of certain locations in the buffer.

Highlight

When you are in a browser, the current item is highlighted by a rectangular region that
adjusts automatically to “fit” the item. The cursor sits somewhere in the highlight,
usually at the left end.

Pointer

If you have window-management software and a locator device (mouse), a small pointer
will appear on the screen. When you are inside a window, or in the softkey label area, the
pointer appears as an arrow. If you are “outside” all windows, in the “desktop” areas of
the screen, the pointer appears as a small square. The pointer changes to a “cross-hair”
when you point to a border region or an icon.

Icons

An icon is a graphic figure which represents a window that is not currently displayed.
With Windows/9000, any window can be hidden and replaced with an icon. Icons consist
of a figure on top of a bar containing the name of the window it represents. The icon
can be moved by placing the cross-hair of the pointer on the left end of the bar and
pressing the left button. The icon can be “restored” to the window it represents by
placing the cross-hair on the right end of the bar and pressing the left button on the
mouse. Clicking the left button on the figure or the name invokes a popup menu for the
window represented by the icon.
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Popup Menus

NMODE supports “popup” menus when window-management software is running. The
position of the pointer and whether the left or right button is pressed determines which
popup menu will appear.

When the pointer is in the “desktop” area of the display, pressing the left button brings
up the window-manager popup menu for the currently selected window. Pressing the
right button brings up the NMODE General popup menu.

There are two slightly different cases when the pointer is inside an NMODE window.

e If the pane contains a browser, pressing the left button positions the highlight on
the item nearest the pointer. If the pointer is already on the highlighted item, the
item will be browsed. Pressing the right button produces a mode-sensitive popup
menu that duplicates the command line menu.

e If a buffer is being displayed, the left button moves the cursor to the location of the
pointer, while the right button provides a mode-sensitive popup menu. Pressing
the left button when the pointer is at the current cursor position will set the mark
at that point.

When the pointer is in the message area at the bottom of the window, you may select
any command displayed there by pressing the left button.

To exit a popup menu, quickly move the pointer out of the menu, or press the space bar.

The Initial Screen Display

You previously examined the general screen display and read about the “things” it can
contain. The following illustration shows the screen display when you invoke NMODE if
your initialization files load the typical facilities.

HMODE Root
Buffers
Directories
Documentation

User Options
Additional Facilities

Q@ Browser (NMODE Root)

Help Browse Group Filter Create Options Kill Quit
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The Initial NMODE Screen Display

Notice that NMODE Root provides the facilities that let yon access the files, buffers,
and other items that you use to do productive work. NMODE has a hierarchical design
allowing easy access to all parts of the system.

Note the following things about the previous illustration:

Title The title (name) for the top level is NMODE Root. The title, which
always appears when you are in a browser, is a good indicator of
where you are located within the environment. A title is not present
in an editing buffer.

Facilities The root displays some of NMODE’s facilities. These facilities con-
tain the browsers that you use during working sessions.

Mode Line The mode line is an important indicator of the current state of the
environment. It was discussed previously in this chapter.

Message Area Among other things, the message area displays the menu of browser
commands that you can execute from the top level browser. Com-
mands, prompts, messages, and inputs can appear in the message
area.

From this top level, you typically use one of these methods to initiate a work-session
with NMODE. The methods are explained later in detail.

e Point to a certain facility and browse into it. In general, the “point and browse”
method is used to eventually get to a specific item under one of the facilities.

e Execute an NMODE command that takes you directly to a certain item or items.
In general, the “direct-access” routine is used to circumvent sequential pointing and
browsing when you know the name of the item you want to use.

You will see later that, besides knowing about the “entities” in NMODE, knowing how
and when to use each method will help you work effectively and efliciently.
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The Overall Structure of NMODE

The following illustration shows the generic structure of NMODE from the root to the
second level, if you loaded several of the more commonly used facilities.

- BUFFERS
‘ HP-UX .shell

MAIN
OUTPUT
<others>

DIRECTORIES
$HOME
/

<others>

DOCUMENTATION
Nmode User’s Guide
Nmode Glossary
<others>

ADDITIONAL FACILITIES

Execution Monitor

Execution Stack Analyzer

Code Index

Compilation Error Index
\ File Search Index

Program Editing Support

HP-UX Access

USER OPTIONS
Common Lisp User Options
NMODE Window Creation Options
HP-UX Access Options
NMODE General User Options
Directory Options
<others>

With the exception of the Execution Monitor and Execution Stack Analyzer, each entity
is explained somewhere in this manual; for those two, see the Lisp Programmer’s Guide.
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Using the Keyboard

This section explains the relationships among an NMODE command, the name of a
command, the ways to use the keyboard to execute a command, and the Lisp function
that implements a command. The section also describes how each key operates. Although
a pointing device (mouse) is not part of a keyboard, the use of this device to execute
commands is also described.

At the highest level of abstraction, your system utilizes a virtual keyboard, which is then
mapped to a physical keyboard. In general, a function can be assigned to every key on
the keyboard (this is called a key binding).

Some keys (e.g. Control and Meta) are not bound, to a specific function that implements
a command. Instead, these keys modify the functions of other keys. That is, these keys
are pressed with one or more keys to execute a command.

Appendix D, “Keyboard Mappings” describes the keys in the virtual keyboard. Refer to
the appendix if you need detailed information.
The Physical Keyboard

Your system probably has an HP 46020A or HP 46021A keyboard. The following illus-
tration shows such a keyboard.

Program
Control Softkeys and Editing System
Keys Softkeys Control Keys Control Keys
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The Keyboard
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Guidelines for Using the Keyboard
The following explains the keys and what they do.

e The keyboard has the usual QWERTY arrangement of alphabetic, numeric, and
special characters. Pressing these keys typically lets you input characters to buffers.
When they are used with the Control or Meta keys, or with certain prefixes, these
keys let you execute commands.

e On the right end of the keyboard is a numeric keypad whose keys generally duplicate
keys in the main section of the keyboard,

e The keyboard has softkeys along the top row in two sets, which are a darker shade

and are labeled through and through (18].

e Most editing and cursor control keys work as you would expect. This includes
(tnsert line), (Delete line), (Delate char], (Prev], (Next], and cursor movement keys ([AJ,
(Y], ), and [«]), The specific bindings for these keys are discussed later.

The next section discusses the specific key bindings for these keys.

Key Bindings

The term key bindings is used to describe the relationship between the key you press
and the NMODE command that is invoked when you press the key.

Printing Characters

The typical printing characters typically insert themselves in an editing buffer. They do
this because they are bound to the function called insert-self-command. The printing
characters include: A, B, ..., Z; a, b, ..., z; and special characters such as %, &, and @.

Numeric Characters

The numeric characters (0, 1, 2, ..., 9) are bound to the function named argument-or-
insert-command. This means they either insert themselves as a character in a buffer or
prompt, or they serve as a prefixed argument to a command (when preceded by C-U).
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Special Key Operations and Bindings

The HP 46020A keyboard has special keys that let you execute commands; that is,
the special keys are bound to functions that implement certain NMODE commands.
For example, pressing executes the Scroll Window Down Page command. Some
special keys have “shifted” bindings that usually execute an “opposite” command. For
example, pressing moves thie cursor to the beginning or a buffer while holding
and pressing moves the cursor to the end of a buffer. In some cases, the shifted
key can augment a command. For example, pressing moves the cursor one character
to-the left while holding and pressing moves the cursor one word to the left.
How this works, of course, is that pressing executes the Move Backward Character
command, and executing executes the Move Backward Word command. There

is more explanation of this later.

Special Keys

The special keys do the following operations and have the following command bindings:

Meta The left key is the Meta key.

The Meta key is an integral part of NMODE, being similar to the Control
key in that it is used to “modify” another key in a key sequence. This
key is used by holding it down while you press another key.

When you see this manual refer to something like M-X <string> or M-
<char>. The M represents the Meta key and means that you should
hold down the left (Extend char). The sequence M-X is pronounced “Meta

X”
This is the Control key, which is often used in a key sequence to execute
Y y
commands. This key is used by holding it down while you press another
key.

This key moves the cursor backward one space in Emacs mode, deleting
the existing character, and is bound to the Delete Backward Hacking
Tabs command. In a browser, the key moves the highlight up one line.

The shifted-key labeled does almost the same thing as

and is bound to the Delete Backward Character command.

The Space Bar In Emacs mode, this key inserts a space at the cursor’s location. This
key is bound to the Auto Fill Space command in Emacs mode with
Auto Fill minor mode. In a browser, the key moves the highlight down
by executing the Drowse Next Item command. When pressed in input
mode (in response to a prompt), it tries to complete the name of the
command or file.
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This key toggles the case for alpha characters.

This key performs a full refresh of the NMODE screen and is bound
to the NMODE Full Refresh command. A full refresh redisplays the
screen, clearing the screen of any characters that should not be currently
displayed.

This key deletes the entire current line regardless of the location of the
cursor and is bound to the Clear Line command. Unlike [Delete_line], the
“cleared” line remains open so you can enter new text.

This key deletes the character under the cursor and is bound to the
Delete Character command.

This key deletes the entire current line regardless of the position of the
cursor and deletes the created open line. The key is bound to the Delete
Line command.

This key, at the left of the keyboard, is bound to the Execute Form
command in Lisp mode. It is bound to the Indent New Line command
in Text mode. On prompts, it is bound to the NMODE Terminate Input
command. Therefore, it executes a form, indents a line, or terminates
input to a command, depending on the current mode. Its counterpart
on the numeric keypad has the same bindings.

This key is not generally used by NMODE, but it is used by the Incre-
mental Search command, C-8, and the Reverse Search command, C-R,
to terminate a search when you have typed enough to find a desired
string. Also tries to complete command or file names in input mode
wlen you are responding to a prompt.

When you are in an editing mode and pressed to delete a
character, pressing reinserts the deleted character. If you
delete several successive characters, pressing an equal number
of times reinserts the characters in a reverse order, which restores the
original characters. Otherwise, the key “beeps”. The key is bound to
the Insert Character command.

This key opens a blank line below the current line and drops the cursor
down, into the open line at the same relative location as it had. No text
is pulled down onto the newline. The key is bound to the Open Line
Indent command.
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This key toggles display of the softkey labels on or off and is bound
to the Display Menu Keys command when you have invoked window-
management software.

This key scrolls the display up one paneful and is bound to the Scroll
Window Up Page command. The shifted selects the next screen
and is bound to the Select Next Screen command. This difference is
important because one command relates to the text in the current win-
dow (pane) and the shifted command relates to a different window in

NMODE.

This key scrolls the display down one paneful and is bound to the Scroll
Window Down Page command. The shifted selects the previous
screen and is bound to the Select Previous Screen command. This dif-
ference is important because one command relates to the text in the

current window (pane) and the shifted command relates to a different
window in NMODE.

This shifted key lets you print the contents of the current buffer and is
bound to the Print Buffer command.

In a buffer Lisp mode, this key returns and indents appropriately and
is bound to the Return And Indent command. In a buffer in Text
mode with Auto Fill mode, effects a return (carriage return and
line feed) and is bound to the Auto Return command; without Auto
Fill mode, it is bound to the Return command. In a browser,
executes the Browse Next Item command. In a prompt, pressing
terminates input to a command and is bound to the NMODE Terminate
Input command.

Holding this key down while you press another key accesses the binding
for the top label on the key. For example, (Shift] accesses the
binding for instead of the binding for (System).

This key displays a certain set of softkey labels and is bound to
the Display System Keys command when you have invoked window-
management software. Pressing the softkey for a corresponding softkey
label executes a command implied by the label.

This shifted key displays a certain set of softkey labels and is bound
to the Display User Keys command when you have invoked window-
management software. Pressing the softkey for a corresponding softkey
label executes a command implied by the label.
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This key, which looks like a slanted triangle, moves the cursor to the
beginning of a buffer and is bound to the Move To Buffer Start command.
In contrast, moves the cursor to the end of a buffer and is bound
to the Move To Buffer End command.

This key moves the cursor or highlight up one line and is bound to the
Move Up command. The shifted Up-arrow key scrolls the pane up one
line, but does not move the relative location of the cursor, and is bound
to the Scroll Window Up Line command.

This key moves the cursor or highlight down one line and is bound to the
Move Down command. A shifted Down arrow key moves the entire pane
down one line, but does not move the relative location of the cursor, and
is bound to the Scroll Window Down Line command.

This key moves the cursor one location to the left and is bound to the
Move Backwards Character command. The shifted Left-arrow key moves
the cursor one word to the left and is bound to the Move Backward Word
command.

This key moves the cursor one location to the right and is bound to the
Move Forward Character command. The shifted Right-arrow key moves
forward one word and is bound to the Move Forward Word command.

This key interrupts the Lisp process and causes the system to enter the
debugger.

This key is similar to the left button on the mouse.

Tab In text mode, the tab key performs the standard tab function. In Lisp

mode, this key performs the Lisp indenting function.

The [Reset], and [Stop] keys have no assigned functionalities.

The four unmarked keys at the top-right corner of the keyboard have no assigned func-
tionalities.

The keys on the numeric keypad have bindings similar to their counterparts found on
the keyboard.
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Supplemental Key Bindings

Besides the above bindings for special keys, certain special keys also have bindings with
the Meta key or Control-Meta keys (a later section explains how to execute these com-
mands).

M-Backspace This key sequence deletes the word preceding the cursor and is bound
to the Kill Backward Word command.

M-Next This key sequence selects the next screen and is bound to the Select
Next Screen command.

M-Prev This key sequence selects the previous screen and is bound to the Select
Previous Screen command.

M-Return This key sequence moves the cursor back to the previous indentation
and is bound to the Back To Indentation command in Text mode.

C-M-Return  This key sequence, which uses the Control-Meta prefix, also moves the
cursor back to the previous indentation and is bound to the Back To
Indentation command in Text mode.
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Executing NMODE Commands

This section explains the types of NMODE commands and the assorted ways to execute
a command.

‘ The sections focus on key sequences, M-X commands, and browser menus. Later, softkeys
and other alternatives for executing commands receive some attention.

You can execute NMODE commands interactively from the keyboard, and you can ex-
ecute NMODE commands noninteractively within Lisp code. This manual does not
deal with writing code that executes NMODE commands noninteractively within code.
The NMODE Command Reference manual mentions the Lisp functions that execute the
interactive NMODE commands and mentions related noninteractive functions in some
cases.

The general methods for executing commands via softkeys or a mouse are described later
in the sections called “Softkey Commands” and “Locator Device Commands”. All this
will clear up as you execute commands and become familiar with NMODE. This is the
general model. The next several sections describe specific ways to execute commands.

A Model for Executing Commands

6 o This section is optional reading. It explains the relationships among the various concepts
embodied in the idea of an NMODE command and how those concepts are used in this
manual.

To help you get information and keep the idea of a command in perspective, this manual
uses the following terms in a consistent manner.

e The name of a command is the basic identifer of a command. For example, the
NMODE command that reads a file into a buffer (and does some related things) is
called the Find File command. The name of a command is the basic reference for
two reasons:

o The NMODE Command Reference manual lists commands by name.

e Commands can usually be executed by typing M-X followed by the command
name.

e Each NMODE command is implemented by a command function written in Lisp.
N For example, the Find File command is implemented by the function find-file-
command. The names of most NMODE command functions end in the word command.



e Each NMODE command can usually be executed in several ways, depending on
such things as the current mode and your hardware/software installation. You
typically have the following alternatives for executing a command.

e A key sequence lets you execute a command by holding or pressing a series
of keys. Throughout the manual, the key sequence for a command is usually
mentioned with the name of a command. This helps you establish the con-
nection between the name, which is used for reference, and the key sequence,
which is used for execution. Key sequences appear in bold type so you can
see them quickly. For example, C-X C-F is the key sequence for the Find File
command.

e A M-X command lets you execute a command by typing the Meta-X prefix,
typing the name of a command, and pressing (Return]. A later section explains
how this works. It is practical to use this alternative when no key sequence
is available or when you know the name of a command and cannot remember
any other means of executing the command. For example, M-X find file,
executes the Find File command just as effectively as C-X C-F.

e In many cases, pressing a special key on the keyboard executes a certain
NMODE command. Of course, it is always possible to duplicate the function
of a special key with a M-X command.

e When you are in a browser mode, the system provides a menu which appears
in the message area. You can execute these special commands by pressing the
the key (case is insignificant) corresponding to the capitalized letter in the
command’s name.

Key Sequence Commands

A key sequence is a sequence of keys where the purpose of the initial key, or set of keys,
is to provide a modifier that modifies the action of a final key. For example; holding
down while you type [F] is a key sequence. The Control key is the modifier and
the F is the final key.

The NMODE environment provides considerable flexibility in how you bind key sequences
to commands. The “Customization” chapter in this manual has additional information
on the Control and Meta keys. It also discusses related functions, global variables, and
procedures for customization.

The key labeled at the left end of the keyboard is the Meta key in the
NMODE environment. The key labeled near the left side of the keyboard is the
Control key. This manual uses the following notations to describe key sequences that
execute commands.
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C-<char> Hold down the Control key and press <char>.

C-X <char> Hold down the Control key and press [x], release them and press
<char>.

C-X C-<char> Hold down the Control key and press (X, release, and then hold down
the Control key and press <char>.

M-<char> Hold down the Meta key (the left (Extend char]), and press <char>.

C-M-<char> Some commands use the combination prefix, Control-Meta, in which
you hold down the Control key and the Meta key and press <char>.
Alternatively, you can execute the control-meta prefix with C-Z, and
then press <char>.

Lisp <char>  This is the Lisp prefix, which means execute C-| and then press <char>.

NMODE has other prefixes. For example, M-H is the HP-UX interface prefix.

M-X Commands

Not every NMODE command can be executed via a key sequence, mouse, or softkey.
But nearly every NMODE command can be executed via an M-X command. The term
M-X command means that a command has a long invocation, which consists of the M-X
prefix and a command name (English words that name the command). Presumably, the
command name suggest the command’s functionality, making it easier to remember. The
term M-X command in this manual refers to a way to execute a command, not to the
command itself.

Conventions for M-X Commands
The general convention for using M-X te execute a command is:

M-X <string>

where string is the name of a command; for example, find file.

Let’s examine this further. Executing M-X enters an input mode, which looks like this:
Enter command name (? for choices, C-G to abort):

Enter a string such as find file or nmode root that is the name of a command and press
(Return). This initiates execution of the command.
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If you execute M-X and then at some point in typing the command name forget the
exact name of the command, typing ? temporarily exits the input mode, and displays a
list of all the available command names. You can then point to and browse one of the
names to complete execution of the command.

You can execute C-G to abort execution of the command at any point during typing of
the string.

String Completion When Executing M-X Commands
When executing M-X commands, the system can assist you in typing the command name.
For example, executing M-X,

nn (Return]

is enough to complete execution of the command that lists the facilities at the top level
of NMODE (M-X nmode root). When is pressed, the message area completes
the command name, Nmode Root. You can disregard case in typing the command name.
This feature is called completion. You can press (Return], press the space bar or (Esc],
or type (7] at any point in typing the string, depending on the kind of completion you
want to do.

If you press at any point in typing the string and the partial string is unique
to a particular available command, input terminates and the command is executed.
Otherwise, pressing will only complete typing the command name as far as it
can; the bell will beep to indicate an ambiguity. For example, if you execute M-X, type
1i, and press [Return), an “s” will be added to the string, but nothing else happens because
the system cannot tell if you want a command that starts with “Lisp” or “List”.

On pressing the space bar, the M-X command attempts to complete the string you are
typing. If the string is several words such as auto £ill mode and you type something like
au before you press the Spacebar, then repeated pressing of the Spacebar can supply the

remaining words: Auto, Fill, and Mode.

You can press the space bar at any time during the entry of an M-X command name.
For example, after executing M-X, you might type:

help

and press the space bar. NMODE will capitalize the word, but it cannot complete the
string because there are several acceptable possibilities. If you continue by typing:
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help dis
and press the space bar, the system completes the string and displays:
Help Dispatch

You can now press to execute the command if you really want to execute the
indicated command. Otherwise, you can backspace and enter a different string.

What pressing the space bar does is let you see the rest of the string you are typing
provided the string has some validity. If you type something like glutenburger, a string
that has no validity in the environment, pressing the space bar takes no apparent action.

To get specific help, you can type ? at any time while entering the command. If you
type something like augo?, a M-X command does not accept the question mark because
the partial string has no validity within the system. You would need to backspace and
type another string or abort the command with C-G. On the other hand, if you type
something like tran?. NMODE temporarily suspends execution of the M-X command
name and invokes a Prompt Browser major mode and shows only the command names
related to the partial string. In this case, the display looks like this:

M-X command Name:
(Browse item to complete command. Quit to return to command.)

Transpose Characters
Transpose Forms
Transpose Lines
Transpose Panes
Transpose Paragraphs
Transpose Regions
Transpose Sentences
Transpose VWords

1/0 @ Browser (Input Prompt) Prompt

Help Browse Group Filter Quit

You can point to a command name and execute Brouse to complete execution of the
command, or execute Quit to get back to the extended command to continue typing
the string. Note that softkeys, M-X commands, and most system commands are not
available while in the Prompt Browser mode; NMODE forces you to complete or abort
the command that is pending.
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Aborting a M-X Command

Executing the Nmode Abort command, C-G, after you execute M-X and before you press
during entry of a command name cancels the command. By the way, executing
C-G also cancels other commands that require user interaction.

Special Commands in Menus

When you are in a browser mode, typed characters are not inserted because the mode
write-protects the browser’s items. This means that, in addition to executing applicable
NMODE commands, you can execute special commands that do not require a prefix.
These commands appear in a command line, which appears in the message area.

Press the key (shifted or unshifted) corresponding to the capitalized letter in the com-
mand’s name to execute a command from the command line. Appendix B contains an
alphabetical list of browser commands and describes their actions. If you see a command
in a menu and do not know what it does, you can use the alphabetical listing in Appendix
B to find the command and determine how it works. You can also get information by
requesting Help and executing Where-am-I (C-? W).

Softkey Commands

The HP 46020A keyboard has two groups of softkeys along the top row: through
and through (78). NMODE uses these softkeys. In addition, the HP 46020A keyboard
has an unlabeled set of keys in the upper-right corner of the top row, which NMODE
does not use. The conventional softkeys look like this:

(1) (2 () (2]

and a corresponding set of softkey labels might look like this:
Help HP-UX Nmode Nmode Buffers Direc- Find Find
Command Command Root tories File Direct.

Note in the illustrations that Nmode Root is the softkey label for the softkey, which
executes the Browser Browser command. By pressing the softkey, you do not need to
type the M-X prefix and then type the string, nmode root.

Appendix C, “NMODE Softkey Labels”, contains an alphabetical list of all default softkey
bindings for the NMODE user environment.

You can change the softkey bindings to suit your needs. See the “Customization” chapter
for details about altering softkey bindings.
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Locator Device Commands

A pointing device (locator device) is not required to effectively use NMODE. Any locator
device supported by Windows/9000 can be used with NMODE, although the most useful
devices are x-y locators with at least two buttons (mouse, or tablet with a puck). If your
locator has only one button (a tablet with a stylus for instance), it will be used by
NMODE as the left button, and you will not have access to the functionality of the right
button. If your locator has more than two buttons, the extra buttons will be ignored
by NMODE. If you do not have a locator, you may invoke left button commands with
(Select), and move the pointer by holding down while pressing the appropriate
arrow key.

Be aware that all discussion relates to positioning the pointer on the screen item or
inside the area being discussed and pressing the appropriate button on the device. Use
the following screen display to help you determine what happens in the sections that
explain how to use the left and right buttons.
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A Typical Screen With window-management Software
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The Left Button
To use the left button, position the pointer “on” or “in” an item and press (click) the
button to take the indicated action. Refer back to the typical screen as necessary.

¢ Outside any window: Invokes a window-management system-wide menu. This area
e ' is sometimes called the desktop or background.

e On corner icons of a window: Provides these options:
* Move moves a window (the square with the diagonal arrow).

® Go Iconic causes the current window to become an icon and makes a different
window current (the empty square).

® Re-size causes a window to change size. NMODE automatically adjusts itself.
Windows cannot be made larger than their original, created size (the square
with the enclosed, dotted square).

® Pause pauses output to a Term0 HP-UX window. A second “click” resumes

output (the octagon). Clicking on the pause icon has no effect on windows
created by NMODE.

e Inside the top, right, and bottom border areas of a window: Invokes a menu for
the window-management software. Only the currently available commands are

@\ highlighted and selectable.

e Inside a non-active window:Becomes the active window for both NMODE and the
window-management software.

Inside a non-active pane in the active window: Becomes the active NMODE pane.

On a softkey label: Executes the corresponding softkey command.

In an NMODE item for browsing in the active window and pane: Provides these
options:

* Moves the highlight to the pointed-at item. “Clicking” the current (pointed
to) item browses the item.

e On a browser command, executes the command as if you had pressed the
capital letter in the command’s name. This works for first and second level
menus of browser commands.

e In an editing buffer in Emacs mode in the active window and pane: Provides these
options:

( e Within any text, “clicking” either positions the cursor “under” the arrow or
sets a mark if the cursor is already “under” the arrow.
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e In the message area, “clicking” executes command under the pointer.
e In input mode (during prompt for file name, extended command name, etc.):
e Clicking in message area generates a to terminate input.
e Clicking anywhere in the active window will abort the command (like C-G).
Right Button

Position the arrow in or on the “item” and press the right button to take the indicated
action. Refer back to the typical screen as necessary.

e Outside any window: Provides a popup menu called NMODE GENERAL. See the later
section called “Popup Menus” for details.

e Inside the current NMODE window: In a buffer, provides a mode related popup
menu; in a browser, provides a popup menu that duplicates the menu of browser
commands. See the later section called “Popup Menus” to get some details. Note
that popping up a menu in a non-cative pane will not select that pane. This allows
you to use the popup menu without obscuring the active pane.

e Inside the right border of the active window: Provides these options:
e Up-arrow scrolls to the previous page.
e Down-arrowv scrolls to the next page.

e Inside the bottom border of the active window: Provides these options:
e Left-arrow scrolls the window to the left (moves the cursor left).

e Right-arrow scrolls the window to the right (moves the cursor right). When
a horizontal scroll to the right occurs, an >XX indicator appears in the mode
line, where XX is the column position of the leftmost displayed character.

o Inside a non-active window: Becomes both the NMODE window and the window-
management software window.

e In input mode (during prompt for file name, extended command name, etc.):
e Clicking in message area generates a to terminate input.

e Clicking anywhere in the active window will abort the command (like C-G).
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Popup Menus

When you are in a pane, clicking the right button provides a popup menu of commands
that relates to the current mode. In a buffer, the commands generally relate to the current
minor mode within Emacs mode. In a browser, the commands generally duplicate the
menu of special browser commands. The exceptions are that commands called Help or
Quit might be available and there is a special command called Nmode General (more on
this shortly).

When you are in the gray (desktop) area, clicking the right button provides a popup
menu called NMODE GENERAL, which contains several commands. When you click on Nmode
General, or click the right button in a gray area, you get the following popup menu:

NMODE GENERAL

Vindow Cmds >>
Places >>
Utilities >>

NMODE GENERAL is the name of the menu, and you can point to and click any of the
commands: Window Cmds., Places, and Utilities.

The string >> appended to a command in a popup menu indicates that clicking on the
command with either button brings up another popup menu instead of taking a direct
action.

In general, the commands provide a selected set of commands for manipulating windows,
going to “places”, or using certain utilities, respectively. The commands in the second
level menus are straightforward. For example, the second level menu for places looks like
this:

PLACES

Next Window
Next Pane

Nmode Root
Buffers
Directories
Documentation
User Options
Add. Facilities
Quit

The description of popup windows is deliberately brief because they provide a convenient
but not essential way to execute commands. In addition, most commands provided in
popup mecnus arc straightforward. Scc the documentation for the window managecment

software to get information not specifically related to NMODE.
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NMODE’s Items and Modes

This section discusses items and modes fundamental to NMODE. Because modes are
important, the discussion has some deliberate redundancy so you will see the overall
information in several contexts.

It was stated earlier that NMODE is a moded user environment. Modes control:
e The meaning of what you see on the screen.
e Which operations can be done.

o The use of things like the cursor and point, universal arguments, and procedures
for aborts and exits.

The next subsection should clarify what a mode is, and the following subsections should
provide additional information about how to use them.

The Items and Modes

A mode is a data structure that controls the behavior of NMODE. Each particular facility
of NMODE, such as editing buffers, facility browsers, has an associated mode that defines
the capabilities of that facility.

When you use a certain facility or item, NMODE knows the structure, state, and mode
that the facility or item should have. For example, NMODE “knows” that the top level of
NMODE (NMODE root) has a browsing mode in which you see a list of facilities that you
can point to, browse, and otherwise manipulate. NMODE also knows that the facilities
in the list are write-protected and that NMODE is not in a character-insert state. In
this state, NMODE knows that it provides a menu of special browser commands.

On the other hand, when you enter an editing buffer, NMODE “knows” that a a list of
items and a menu of browser commands are not presented. Instead, NMODE knows it
should provide an editing buffer in which you can write or edit text, perhaps the text
contained in an associated file.

Whether you invoke a browser for a facility or item, or you invoke an editing buffer,
NMODE “knows” the associated mode that the browser or buffer should have. The as-
sociated mode determines the set of bindings between the keys on the keyboard and a set
of NMODE functions that execute commands. The set of bindings changes automatically
when you change modes. Check the mode line to find out what mode or combination of
modes is current. The set of bindings between keys and functions is called a dispatch
table. Later, you will learn commands that let you examine the bindings in a dispatch
table.
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The current mode affects the screen display in the following ways:

e When the current facility or item has a browser mode, you see a list; you can execute
both NMODE and menu commands; and you cannot insert characters directly into
the items in the list.

e When the current item (typically a buffer) has an editing mode, you do not see a
list; there are no command line commands; and you can insert characters directly
into the item.

While the above information is generally correct, in the most fundamental context, a
mode is a binding of keyboard keys to NMODE functions that implement commands.
The binding is not limited to keyboard keys, and can include devices such as a mouse.
You can execute the commands according to the alternatives provided by the current
mode. Of the available major modes, the most common “appear” in the mode line as
Browser or Emacs. Any associated minor modes appear inside parentheses just to the
right of the major mode; for example, you might see:

Browser (Buffers)

which indicates you are in Browser mode with buffers minor mode, and the corresponding
items in the list are buffers (workspaces); or you might see:

Emacs (Text Fill)

which indicates you are in Emacs mode with text and auto fill minor modes, and the
items are the characters in the buffer that you can edit.

NMODE can have one major mode and several associated minor modes at a time.

You will have a better grasp of how NMODE works if, when viewing the mode line, you
associate the mode for Browser with manipulating lists of items and you associate the
mode for Emacs with writing and editing text. To restate this in a different way, keep the
following information in mind as you learn more about using the NMODE environment.

e You are always using some type of item in some type of mode; for example, an
active directory in a browser mode or a buffer in an editing mode. You execute
commands to manipulate these items, and NMODE has about 300 commands for
this purpose.
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The mode changes automatically as you access a different type of item. This is a
nearly transparent action. Just remember that NMODE provides the functionalities
related to the current item. When you work with files, NMODE provides the mode
for working with files by providing a certain set of commands. If you change items,
and work with buffers, NMODE provides another mode that is suited to working
with buffers by providing a different or altered set of commands.

The Cursor and the Point

In an editing mode, the current pane has a visible cursor and the related buffer has an
invisible point that are closely related. In general, you pay close attention to the cursor
during text editing; the systemn deals with the point (more on this shortly). The cursor
is also important during user interaction in which you type entries related to prompts in
the message area. In using a browser, you typically focus on a current item and might
not even notice that there is a cursor, which can be moved along the highlighted line.

The cursor:

1. Shows on the screen the location for character entry in a buffer relative to the point
when you edit text.

2. Sits somewhere in the highlighted region that points to the current facility or item
in a browser’s list. It usually sits at the left end, but can be moved.

3. Shows the location for interactive character entry related to a prompt or recursive
editing related to a search. In these cases, the cursor appears in the message area.

In a buffer, an item called the point keeps track of the location for entry of characters
according to line number and column. The point is not visible. The point lies immediately
to the left of the cursor, but after the preceding character.

Because you can see the cursor, this manual usually refers to the cursor. The point
is mentioned when it is necessary to be more explicit, especially in the chapters called
“Working With Text” and “Working With Lisp Code”. Think of the point as an “un-
lighted” cursor.
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Universal Arguments

You will often want to repeat a command a specified number of times or otherwise alter
the functionality of a command. This is done by executing the Universal Argument
command, C-U <integer>, which gives a command a prefixed argument. This means
that you provide the argument before you execute a command and without typing any
spaces in the total key sequence. For example, C-U 23 C-F means that you type or hold
the following keys without typing any spaces.

CeTri)-(0] (2] (5] Cexru)-(E]

Many NMODE commands accept a prefixed argument supplied by the Universal Argu-
ment command. The prefixed argument is an integer. In some cases, you can execute
C-U and press without entering an argument. The Universal Argument command
does not have an M-X command alternative; that is, you cannot execute M-X universal
argument.

A universal argument can have the following general effects, depending on the command
and situation:

e Iteration: In an iterative situation, a prefixed argument, n, executes a command n
times. For example, C-U 20 C-F moves the cursor forward 20 spaces.

e Reversed direction: Most commands that have direction, such as the Move Forward
Character command, reverse direction when given a negative universal argument.
Negative arguments are typed with C-U - <integer>.

e Altered Functionality: For some commands, having an argument is important re-
gardless of its value. Such commands only “care” about whether there is an argu-
ment, the presence of which alters the functionality of the command. For example,
in a buffer in Text minor mode, the M-Q, Fill Paragraph command, fills text in a
paragraph. With an argument, C-U 23 M-Q or just C-U M-Q, the command fills
and justifies the text.

Numeric arguments can be positive, zero, or negative within the range accepted by a
command. In most cases, a negative integer reverses the action of a positive integer. The
-1 or 0 integers can be special cases. Such special cases are mentioned in the Comments:
entry in the NMODE Command Reference manual.

A sequence of C-<digit> arguments works the same way as an equivalent C-U <integer>

argument. For example, C-1 C-3 C-2 has the same effect as C-U 132. Besides C-<digit>,
you can use M-<digit> and C-M-<digit>. C- (Control-minus) works the same as C-U
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There are some additional special situations. For example, a C-U followed by nothing
or something other than a minus sign or digit means “multiply by four”. The following
examples illustrate the idea.

C-U d displays four ds. w

C-U C-U C-F moves forward 16 items; for example, 16 characters in a buffer or 16
buffers in the Buffer-Browser.

C-U 10 C-U C-F moves forward 40 items.

C-U C-U C-U M-D deletes 64 words.

Cancels, Aborts, and Exits

However you use the NMODE environment, you will encounter times and situations in
which you want to abort or exit some state or item and go to another state or item.

The following commands let you abort, terminate, or exit commands, processes, states,
or items.

C-G The NMODE Abort command aborts execution of a command when ﬂ
you use an M-X command. The command works while you attempt
to enter a command name, after you execute M-X, and before you
press [Return]. By the way, C-G also “aborts” a key sequence in which
you have a distinct prefix and a final character (e.g. C-X Z) if you
execute C-G before you type the final character.

Quit This special command in every browser’s menu exits the current
item and returns to the previous item. If you often moved from one
browser to another during a current session, repeatedly executing
Quit moves back through the browsers in an exact reverse-sequence
because NMODE tracks your use of items throughout one session.

Lisp q When you are in Lisp minor mode in Emacs mode and get into break
loops (enter the Debugger), the Lisp Quit command exits one break )

loop and enters the next higher level, which might still be a break
loop. The Lisp- prefix is C-], so the key sequence is [cTre)-(1] (2.
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Lisp a

Lisp ]

C-X1

When you are in Lisp mode in Emacs mode and get into break loops,
the Lisp Abort command exits any number of break loops and returns
to the top level. The Lisp- prefix is C-], so the key sequence is [CTRL]-

@

Exits the NMODE user environment and returns you to the un-
derlying Common Lisp system in the HP-UX window that spawned
NMODE, but not back to the HP-UX system. The Lisp- prefix is

C-|, so the key sequence is [¢TRL)-(3] (L]. You can type (ed) and
press to get back to the NMODE user environment.

Exits the NMODE user environment and returns you to the HP-UX
operating system.
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Assorted Topics
As you work with the NMODE environment, you will probably encounter situations
where you want to get back to some known state, get help, or use HP-UX. You will also
need to know some methods for using the environment. The next few sections contain
some basic information that is used in later chapters. 9

Useful Routines

This section describes three very useful methods (procedures) that you can continually
employ as you read subsequent chapters and learn how to use NMODE. The routines
are definitely part of the big picture for using the NMODE environment.

The Point and Browse Routine

This subsection describes the “point and browse” routine that was mentioned in some
earlier sections. This is probably the best routine for inexperienced users. Therefore, it
is fully described in a setting that you can hypothetically follow and subsequently apply
to your situation.

Suppose you are at the top level of NMODE, you want to edit a file, and you see the
following facilities:

NMODE Root 9

Buffers

Directories
Documentation

User Options
Additional Facilities

Suppose also that your file is in Directories. With this situation in mind, the following
steps illustrate the point and browse routine.

Step 1

Press or as required to move the highlighted region onto Directories. There are
other ways to move the highlight that you will learn later. This step is called “pointing
to” a facility or an item.

Step 2 5
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Execute the browser command named Brovwse, which appears in the message area near the
bottom of the screen. You execute any browser command by pressing the key (shifted
or unshifted) corresponding to the capitalized letter in the command’s name. This is
the “browse” part of the routine. After executing Brovwse, you could see a list of active
directories something like this:

Active Directories

$HOME/
/users/joe/1-code/
/users/joe/scripts/

At this point, be aware that the display could be blank, except for the title, Active
Directories. The reason is that you need to create active directories under the facility
called Directories. You probably did this in your NMODE initialization file. In any case,
assume for now that the directories are available. A later chapter called “The Browser
for Directories” explains how to create active directories.

Step 3

Press or as required to move the highlighted region onto the active directory
named /users/joe/l-code/. Again, this is the procedure that lets you point to an item,
a directory in this case. Pointing to any available item makes that item the current item.

Step 4

Execute the Browse command to invoke the browser for the current (active) directory.
You would see a list of files something like this:

Directory: /users/joe/l-code/

Last Read: 9-0ct-85 09:23:41 (Multiple-selection is ON)
Directory ..dir. .. 1-0ct-86 07:40:18 drwxr-xr-x
.. Directory ..dir... 1-0ct-86 09:21:00 drwxr-xr-x
some-demo.1l Lisp Source 366 12-0ct-856 12:32:66 -rvw-r--r--
some-demo.b Lisp Code 746 13-0ct-86 14:12:31 -rvw-r--r--

Ignore the information at the top of the display for now. It is explained later.
Step 5

Press or enough times to move the highlighted region onto the file named some-
demo.1l and execute the Browse command. Now that you are down to a specific item, the
command works differently. It does not just invoke a browser that produces another list
of items. In this hypothetical case, executing Brouse:
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Exits the active directory browser;

Invokes an editing mode;

Creates an editing buffer to hold the current file; and

“Visits the file” in the created buffer.

You could then edit the file. The peculiar phrase, visits the file, means that the file is
associated with a buffer and made available for editing.

While the exercise was hypothetical, this is the point and browse routine. It is a funda-
mental way to get around in the NMODE user environment that is friendly and easy to
use.

You would probably want to save the edited file. The chapter called “Working With Text”
explains the commands and procedures to do this. You would also want to get back to
a part of the environment from which you could do other work. The section “Getting
to a Known State” later in this chapter explains some fundamental alternatives. Several
later chapters mention ways to move around in the NMODE environment.

To use this routine effectively, you need to have some notion about where a file is located,
and it is helpful to know the name of the file you want to edit. If you have no notion
about the location or name, you might need to systematically browse the contents of
several directories or get to a shell and use the HP-UX find(1) or grep(1) commands to
locate your file.

The Menu Driven Routine

Anytime you are in a browser, the message area provides a menu of commands for that
browser. You can execute these commands in a menu driven routine according to how
you want to manipulate the items in the browser’s list. In many cases, a particular
browser command provides a lower level menu of commands. Although the menus are
not visibly apparent from the top level, this nesting of menus can reach down three or
four levels. Appendix B, “Special Browser Commands”, contains a chart that shows this.

The Direct Access Routine

While the point and browse routine is easy to use, it often lacks efficiency. The menu
driven routine primarily lets you manipulate items in a browser’s list; for example group-
ing and filtering items are common manipulations. This sections describes a direct access
routine that lets you “branch” directly to an item.
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Again, suppose you are at the top level of NMODE and you want to edit the file named
some-demo.1.

In the direct access routine, you execute an NMODE command that takes you directly to
a specified item. You need to know: the name of the command; the method of executing
the command; and the specific name of the item you are accessing.

Continuing the hypothetical example, to directly access the file named some-demo .1, which
is in the directory named /users/joe/l-code/, you could execute the Find File command
via a “key sequence”, which appears as C-X C-F in this manual. In the case at hand,
you would use the following procedure:

Step 1

Execute the Find File command via the key sequence. The C-X C-F key sequence means:

hold down and press (%], release both keys, hold down again and press
(7], and release both keys. This initiates execution of the command that will find the
file.

Step 2

You will be prompted to enter a file name relative to the current directory; for example,
the prompt in the echo area might look like this:

Find file: (relative to ‘/users/joe/')

Since the file you want is in the directory named 1-code under the relative path in the
prompt, you would type:

1-code/some-demo.l

and press (Return]). The Find File command would then exit the current mode, find the
file, create a buffer, and visit the file in the created buffer. You could then edit the file.

Notice that the direct access routine is more efficient, but you must know specific types
of information. It may take some time to memorize the commands and procedures for
using it. Once you learn to use NMODE’s commands, the direct access routine provides
a powerful and efficient way to use the total environment.
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Getting to a Known State

When you get into some unknown state or location and have some doubts about how to
recover, you can always execute one of the following commands to get back to a known
location and state.

C-XR The Nmode Root command, also available as M-X nmode root, takes
you to the top level on NMODE from which you can then access any
facility in the total environment.

C-X C-B The Buffer Browser command, also available as M-X list buffers, takes
you to the browser for Buffers, which list buffers for writing and editing
text and provides a menu of commands.

C-XD The Browse Directory command, also available as M-X find directory,
takes you to any specified active directory.

More is said about these commands later. They are mentioned here because they are
commands that people use to get to familiar departure points.

Getting Help

NMODE provides various commands and online manuals that provide online help. You
can directly point to and browse information items or execute ‘commands that provide
information. The procedures, and commands for getting help are explained later in a
chapter called “Getting Online Help”. In addition, Appendix A has a list of commands
for getting help.

The HP-UX System Access Facility

The optionally loadable HP-UX System Access facility lets you interact with the under-
lying HP-UX operating system without leaving the NMODE environment.

When you are in the NMODE user environment and wish to execute HP-UX commands,
the HP-UX System Access facility provides two interfaces and a special command.

e An HP-UX shell-buffer interface provides a default shell-buffer whose name is HP-
UX.SHELL. A shell-bufTer lets you directly execute many HP-UX conunands and most
NMODE commands.

o A general HP-UX system command interface lets you execute commands through
NMODE’s system shell from any buffer in Kmacs mode. This interface also provides
the HP-UX Execute By Prompt command, C-X H, which works at any time in any
mode (browser or buffer), and can also be invoked by the “HP-UX Command”
softkey when the system shell is available.
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The HP-UX access facility provides direct communication with invocations of HP-UX
shells. The details about using the HP-UX Facility are provided in the later chapter
called “The HP-UX Facility”.

Conclusion

This chapter contained fundamental information about such things as the screen display,
browsers, buffers, modes, facilities, routines, and so on. This information is sufficient for
you to read any additional chapters and learn how to use some part of the NMODE user
environment.

You need not read the chapters sequentially. If you want to know assorted ways to get
help, read the chapter about getting online help. If you want to use the HP-UX System
Access Facility, read that chapter. The only recommended sequences are that you read
the introduction to browsers before you try to work with a specific browser, and read the
chapter about working with text before you try to write source code in Lisp, C, Pascal,
or Fortran.
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Chapter 3
NMODE Windowing

Introduction

In addition to utilizing the Windows/9000 libraries, NMODE supplies windowing capa-
bilities of its own. For instance, within a single Windows/9000 window, NMODE can
divide the screen into multiple areas (panes), each one of which may display a different
part of the NMODE environment. This chapter defines NMODE windowing concepts
and describes how to access these windowing capabilities.
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Concepts
The two most important terms for discussing NMODE windowing are window and pane.

Remember that the definitions given here apply to NMODE; they are not necessarily
consistent with the way these words are used in other manuals.

Windows

An NMODE window is a virtual display device that is used for output from NMODE.
There are two basic types of NMODE windows:

1. Ones that are Windows/9000 graphics windows. These are used when NMODE
is invoked (without the -t option) while the Windows/9000 window manager is
running. The number of these windows available at one time is limited only by
Lisp heap size and Windows/9000 resources. We will refer to this type of NMODE
window as a first-class window.

2. Ones that are terminals, term0 windows, or external displays. If you invoke
NMODE with the -t option or without the window manager running, you will
be using this type of NMODE window. A 98700 used as an auxiliary display device
for NMODE is also this kind of window. These are second-class NMODE windows.

At a particular time, you may have several first-class windows, and one second-class win-
dow corresponding to a 98700 auxiliary display. If you invoke NMODE from a terminal
device with the -t option or when the window manager is not running, you can have at
most two NMODE windows: one corresponding to the terminal, and an optional one on
a 98700 auxiliary display. Both of these are second-class windows.

In the latter case, when you have only second-class windows, there are fewer features
available. You cannot use the mouse; left [Extend char) does not work as Meta; the numeric
keypad keys are not distinguished from their regular counterparts. For more information
about these restrictions, consult the Installation and Overview manual and Appendix D
of this manual.

NMODE always has at least one window.

58



Panes

An NMODE window can be divided into one or more panes. Each pane has its own mode
line information and can display a different part of the NMODE environment. Figure
3.1 shows an NMODE window with three panes. The upper- left pane is showing the
Buffers Facility; both the upper-right pane and the lower pane are showing the ourpuT
buffer.

(A (BB C))
Buffers
Dynamic Heap: 34,133,324 bytes total
Buffer Name Size Fi! 3,326,856 bytes used
30,807,468 bytes free 90!
CHAP2 626 /! Static Heap: 429,836 bytes free
S# HP-UX 13 239.78
+ MAIN 3
« NMODE-WINDOWS 168 ~/!
# NMODERC 397 $h!
Browser (Buffers) -TOP- @ Emacs (Lisp) [OUTPUT] {USER} -
Dynamic Heap: 34,133,324 bytes total
3,326,866 bytes used
30,807,468 bytes free 90% free
Static Heap: 429,836 bytes free
239.78
Emacs (Lisp) [OUTPUT] -BOT- 11 LISP

C-M-L to QUIT, C-7 for HELP, C-X R for Root

Figure 3.1: An NMODE Window

e A single existing pane can be split into two panes with either a horizontal or vertical
border.

e At a particular point in time, there is one and only one selected pane. This is
the pane that is receiving NMODE’s input from the keyboard and responding to
the commands you type. The selected pane is indicated in its mode line with
the string contained in the special variable nmode: :nmode-selected-vindow-symbol,
which defaults to * @ . In Figure 3.1, the upper-right pane is the selected pane.
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Commands and Techniques

This section describes ways to create and manipulate NMODE windows and panes. Most
of the windows commands described apply only to first-class windows. In the NMODE
Command Reference, the commands discussed here appear in the “Windows and Panes”
section.

Window Commands

Creating

If you already have at least one first-class window, you can create additional ones while
NMODE is running. The default characteristics (size, location, font, etc.) of the window
you create are controlled by NMODE Window Creation Options in the User Options
Facility. There are two ways to create a window with the default characteristics:

e Execute M-X create default window.

e Browse the Create window field of the Window Creation Options browser.

There are two ways to create a first-class NMODE window with characteristics different
from those specified in Window Creation Options:

e Execute M-X create window. You will be prompted to enter each of the window’s
characteristics one at a time. For any particular characteristic, you can accept the

default by just typing (Return].

e Evaluate a call to the function nmode:create-terminal with the first argument being
:window. Such a call will look like:

(nmode :create-terminal :window
:name siring
:fonts string-or-list-of-strings
:x-origin number-of-pizels
:y-origin number-of-pizels
:width number-of-characters
:height number-of-characters)

Fonis is a string or a list of strings for the desired font file(s) relative to
/usr/lib/raster. If you omit one of the keyword parameters, the default value
for that characteristic will be used.
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Selecting

The window containing the selected pane is the selected window. To select a pane in
another window you must first select the window containing that pane. You can think of
all the available NMODE windows (first and second-class) as being in a circular ordered
list. To select the next window in the list, execute the Select Next Window command,
C-X N. To select the previous window in the list, execute the Select Previous Window
command, C-X P.

You can select an arbitrary NMODE window with the Select Window command, C-X
W. You will be prompted for the name of the window to be selected.

If your locator is enabled, you can select a first-class window by positioning the pointer
over the window you wish to select and pressing either locator button.

Killing
First-class NMODE windows can be killed in a number of ways. If you try to kill your

last first-class window you will be prompted for confirmation that you really want to exit
NMODE.

There are several ways to kill a firsi-class window:

¢ Use a Windows/9000 popup menu to destroy the graphics window corresponding
to the NMODE window you wish to delete. If you use this method on your last
window, you will not be prompted for exit confirmation.

e Execute M-X kill window. You will be prompted for the name of the window to be
killed.

e Select the Kill item from the NMODE window commands popup menu.

Changing Size

The size item of 2 Windows/9000 popup menu or the lower-right border icon can be used
to change the size of a first-class NMODE window. The mode line will be repositioned
and resized to fit the new size of the window. You cannot make an NMODE window
larger than its original size.

Moving

The Move item of a Windows/9000 popup menu or the upper-left border icon can be used
to move a first-class NMODE window.
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Hiding (Changing to an Icon)

The Icon item of a Windows/9000 popup menu or the upper-right border icon can be
used to change the size of a first-class NMODE window. There is a special “HP-AI” icon
for first-class NMODE windows.

Writing a Window’s Contents

The contents of the selected window can be written to a file by executing M-X write
window image. You will be prompted for the name of the file to which the window’s
contents will be written.

Pane Commands

This section describes commands for manipulating panes.

Creating
Initially, a window displays one pane. This (or any other) pane can be split either
horizontally or vertically to create a new pane.

To split a pane into two panes with the same width but half the height as the original
pane, execute the Create Lower Pane command, C-X 2. The selected pane is split and
the newly created pane becomes the selected pane.

To split a pane into two side-by-side panes half the width of the original pane, execute
the Create Side Pane command, C-M-2. The selected pane is split and the newly created
pane becomes the selected pane.

Selecting

Each NMODE window has an ordered series of panes. To select the next pane in the list,
execute the Select Next Pane command, C-X O. If the current window only contains one
pane, executing this command replaces the selected pane with an alternate one.

You can use the locator to select a specific pane of a first-class window. The window
must first be selected. Then position the pointer over the pane you wish to select and
press the left locator button.

Killing
To kill the current pane, execute the Kill Pane command, C-X C-K. The pane disappears
and the next pane is selected.

To kill all a window’s panes except for the selected one, execute the View One Pane
command, C-X 1. All but the selected pane disappear, and the selected pane occupies
the entire window.
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Changing Size
There are four commands that change the size of a pane. Which one to use (and its
effect) depends on the pane you wish to alter. The commands are:

e Grow Pane Down command, M-X grow pane down.
e Grow Pane Up command, C-X ~.

e Grow Pane Left command, C-M-<.

e Grow Pane Right command, C-M->.

All of these commands works as follows: If the pane is bordered by another pane in the
direction it is to grow, the pane is grown one line or column larger in that direction (the
bordering pane is shrunk by a line or column). Otherwise, if the pane is bordered in
the opposite direction by another pane, it is grown in that direction. Otherwise, nothing
happens.

You can use the locator to change the size of a first-class window’s panes. Position the
pointer over the pane border (mode line or vertical border) you wish to move and press
the right locator button. Position the pointer at the new location for the border and
press either button. The border will be moved, effectively resizing one or more panes.

Transposing

You can switch the positions of any two panes in a window. First mark one of the two
panes by selecting it and then executing the Mark Pane for Transpose command, M-X
mark pane for transpose. Then select the other pane that is to be transposed and execute
the Transpose Panes command, C-X E. Each pane that is switched assumes the position
and size of the pane it was switched with.
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Window Enhancements

You can change the display characteristics of a particular NMODE window to suit your
personal preferences. The only NMODE windows that cannot be modified in this fashion
are ones associated with a terminal device.

Any other NMODE window is divided into six areas: background, text, browser line, ver-
tical border, mode line, and lisp listener prompt. Each of these areas except background
can have a unique font (all must be the same size), color, and video enhancement. The
background area can have only a color enhancement.

Fonts

When an NMODE window is created, it is given a list of available fonts (all the same size).
By convention, windows have a normal, bold, and italic font. You can control which of
these fonts is used to write characters to a given area of the window. Be aware that the
only font size that supports all three styles is 8x16. To see what styles are available for a
particular size, check the possible Window font values in NMODE Window Creation Options.

Colors

If you have a color display, you can change the color used for each window area. Your
display driver determines the number of colors that are available, but NMODE can use
only the first sixteen on the display’s color map.

Character Enhancements

The characters displayed in each area can have a unique enhancement. The available
enhancements are underlining and inverse-video.
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Setting up the Enhancements

You can set the enhancements for an NMODE window with a call to nmode:set-screen-

enhancement.
(nmode :set-screen-enhancement area window font color highlight) Function
area The area of the window for which you are specifying the enhancement. It

window

font

color

highlight

Example

can be :background, :text (the main area of the window), :browser-line (the
line in a browser that indicates the current item), :vertical-border (the
border between side-by-side panes), :mode-line, or :lisp-listener-prompt
(the right-hand side of the OUTPUT buffer’s mode line).

A string containing the name of the NMODE window for which you are set-
ting the enhancements. If you’re running NMODE without Windows/9000,
the name of the window on the console display is main-screen. The name of
the window on a 98700 used as an auxiliary display is /dev/crt98700.

One of :normal, :bold, or :italics. If the window does not have the desired
font available, the normal font is used instead.

An integer index into the window’s color map, or one of :black (0), :white
(1), :red (2), :yellow (3), :green (4), :cyan (5), :blue (6), or :magenta (7).

The type of character enhancement to be made. Should be either :under-
line, :inverse-video, or :normal-video. An argument of nil is the same as
:normal-video.

Here’s an excerpt from an initialization file (.nmoderc) showing how you might choose to
set up your window enhancements.

(nmode: :set-screen-enhancement :browser-line "nmodel" :bold :white :underline)
(nmode: :set-screen-enhancement :text "nmodel" :normal :white nil)

(nmode: :set-screen-enhancement :lisp-listener-prompt "nmodel" :bold :white nil)
(nmode: :set-screen-enhancement :mode-line “nmodel® :bold :white :inverse-video)
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Windows /9000 Interactions

Since NMODE uses Windows/9000, it is useful to know some of the specifics about
the interactions between the two. This section lists some important information about
NMODE windows and their relation to Windows/9000.

e When the window manager is running, and NMODE is not invoked with the -t
option, NMODE windows are retained-raster graphics windows.

e NMODE only uses the first two buttons of locator devices. It will ignore any others.
e The effects of the WMIUICONFIG environment variable are restricted:

e Locator buttons are presently “hard-wired” and cannot be configured.

e NMODE windows ignore the “top on select” bit (0x100).

e NMODE windows ignore the bit that disables the border scroll arrows.
(0x10000).

NMODE windows ignore the bit that disables pop-up menus over the desk
top (0x40000).

NMODE windows ignore the bit that turns off the beeper for aborted actions
(ox4000000).

e WMBASEFONT and WMALTFONT are ignored.

o The window system environment variables for color (WMDESKFGCLR, WMDESKBGCLR, WMB-
DRFGCLR, and WMBDRBGCLR) are ignored.

o VWMLOCSCALE is ignored.
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Chapter 4
Getting On-line Help

Introduction

This chapter discusses how to get on-line information (help) within the NMODE envi-
ronment. You can get help in these ways:

o If you just want to examine on-line documentation, browse into Documentation from
NMODE Root. You can then choose the on-line documentation you want to browse.

e Anytime you need help during a working session, you can invoke a menu of com-
mands that let you access the on-line Help facility. This form of help is available
from any mode/location except input mode or prompt browser mode (which is an
extension of input mode).

e At those times when you get into an input mode (e.g. in responding to a prompt
for input), you can get help specifically related to the current situation.

Note that all routines for getting help use the documentation items in the Help Facility
called Documentation.
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Documentation Facility

Nmode Root contains the facility called Documentation. This facility contains all of
NMODE’s on-line documentation in browsable form. When you want to examine the
on-line documentation, you can execute M-X Nmode Root from any place in the NMODE
environment and then you can browse the Documentation Facility.

The Documentation facility contains items that you can browse to view on-line docu-
mentation. The default contents of this facility are listed below:

Documentation (a top level on-line information facility)

Environment Tutorial (a "hands-on" tutorial of the environment)

NMODE Commands (a list of commands and their description)

NMODE Glossary (a list of terms and their description)

NMODE User'’s Guide (the on-line version of the manual)

Lisp Reference (a 1list of commands and their description)
Lisp Functional Guide (the on-line version of the manual)

Lisp Programmer’s Guide (the on-line version of the manual)

Lisp Application Notes (the on-line version of the manual)

Installation and Overview Guide (the on-line version of the manual)
Documentation Facility Contents
There are three types of documentation provided: the tutorial, help items used by other
parts of the help system (NMODE Commands, NMODE Glossary and Lisp Reference)
and manuals (NMODE User’s Guide, Lisp Programmer’s Guide, Lisp Application Notes

and Installation and Overview Guide).

The Documentation Facility does not contain the contents of all these manuals by default.
If an item is loaded, an L is placed next to it in the list.

When you browse an item that is not loaded, NMODE prompts you with:

Documentation not yet loaded, do you wish it to be? (Default is: 'Yes')
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Pressing causes the system to load the documentation item you want to browse.

The next three sections describe the three types of items contained in the Documentation
Facility: Tutorials, Help Items and On-line Manuals.

The Tutorial

The Environment Tutorial provides interactive tutorials on many NMODE features. To
use the tutorial, browse the Documentation browser from NMODE Root. Then browse
the Environment Tutorial.

Unlike the manual type documentation, the tutorial is a program which uses softkeys
and controls the display windows. When you browse the tutorial, two panes are shown
side by side. In the right pane a list of tutorials available is shown. In the left pane are
instructions for using the tutorials.

Environment Tutor

How to Use NMODE Tutorials
NMODE Command Interface
Help

NMODE Facilities
Directory and File Access
Emacs Editor

Lisp Development

Windows

HP-UX Access

Language Editing

Code Indexing

Error Indexing

Search Indexing

NMODE Customizations

The first time you use the tutorials, it would benefit you to browse the How to Use
NMODE Tutorial first. This tutorial describes the softkeys and windowing system used
in the tutorials.

You exit the tutorials by pressing the softkey Leave Tutorial.

NOTE

You have not “exited” the tutorial until you press Leave Tutorial.
(Quit works in the tutorial browser also.) You cannot re-enter the
tutorial once you are in it.
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Help Items

You can browse the Help Items used by the help facility. These include the NMODE
Commands, NMODE Glossary and Lisp Reference. The NMODE Glossary is used in

the following discussion. You can browse the other items in a similar manner.

When you browse the glossary from the Documentation level, all the glossary items are
listed. When you browse one of those items, a frame of information on the glossary name
is displayed.

For example, browse the NMODE glossary. A list of glossary items appears on the
display.

Documentation: Nmode Glossary

ABORT glossary item
ACTIVATE DIRECTORY glossary item
ACTIVE/ACTIVATE DIRECTORY glossary item
BINDING glossary item

Now browse ABORT. The definition of abort is displayed. This is called a frame of
information.

abort

Some commands perform a simple operation with no user interaction. Other
commands provide for user interaction or performs a series of operations.
The user can abort these commands by executing a command that aborts an
interactive operation or gets the user out of a certain state in a series
of states.

To see another glossary item, return to the list by typing Q, then select and browse the
desired item.
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On-line Manuals

The on-line manuals are the text of the manuals placed in files that you can read. When
you browse a manual, the table of contents is displayed. For example, browse the Lisp
Programmer’s Guide. The table of contents for this manual is displayed.

Chapter 1. Introduction 1:
Chapter 2. Concepts 2:
Chapter 3. Programming Tips 3:

[ele ]

When first displayed, two levels of filtering are in effect. This reduces the number of
headings shown. To see the sub headings and minor headings, execute Filter Undo. To
return to only the chapter headings, execute Filter Re-do.

The number shown next to the heading indicates the file number and line within the file
where the heading appears. When you browse a heading, you are placed in that file at
that line number. The entire chapter is made available by this action so you may look at
all the pages in the file. To go from one chapter to another, however, you must quit the
text-browsing and return to the table of contents. There you can select another chapter
to browse.
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Help Via Menu Commands

This section discusses the menu driven routine that lets you use the Help facility to get
detailed or focused help during a work session. If need a quick reference, “Appendix B:
Browser Commands” has descriptions of the special Help facility commands. N

Using the Help Command

All browsers have a command menu which includes a command named Help. Executing
Help provides a menu of Help commands. Each command at this level provides a certain
type of help. Some of the commands provide another level of commands. This nesting of
commands does not exceed three levels to give you the help you want quickly. Think of
getting help within the Help facility as temporarily suspending what you are doing and
browsing down as necessary to get focused help.

If you are not in a browser mode and the command menu is not available, the NMODE
Help Prefix, C-? (or C-/ so you don’t have to use the key), invokes the Help mode
and provides the same menu of help commands.

Executing Help in Any Browser
All browsers contain a menu of commands and every top-level menu has a command B
named Help.

Executing Help invokes the On-line Help facility, which provides a menu of lower-level
commands. These commands provide a menu driven routine for getting help. If you are
not in a browser, executing M-X Help or C-? invokes the same help facility.

The following top level help menu is displayed.
Where-am-I Explain Key-bindings Documentation Tutor Help-help Quit-help

Each command works as follows:

Where-am-1 Displays a description of the current mode or application, and provides 3
brief descriptions of available commands.
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Explain

Key-bindings

Documentation

Tutor

Help-help

Quit-help

Prompts for entry of a string, the default is the item closest to the
cursor before the command was given. The command then searches
for information items related to the string and presents a browsable
list of matching browsable items. For more information on the Explain
command, refer to the NMODE Command Reference.

Provides a menu of commands that are discussed later in the next section
called The Key-bindings Command.

Invokes the facility called Documentation, which provides access to the
on-line manuals as well as other information.

Invokes an on-line interactive tutorial.

This second level of help provides a description of the top level help
commands.

Exits the help facility and returns to your most recent location in
NMODE.

The Key-bindings Command

This command provides the following menu of commands.

Name Description All-commands Help-help Leave-help Quit-key-help

Here are descriptions of each command.

o Name: The command prompts for entry of a key sequence or M-X command name,
and then briefly displays the name of the bound function in the current mode. On
an invalid entry, the command indicates that no binding exists.

o Description: The command prompts for entry of a key sequence or M-X command
name and then displays related descriptive information in the current pane. Current
alternate bindings to the function are also shown. On an invalid entry, the command
indicates that no information is available.

e All-commands: This command outputs the dispatch table. The output shows the
bindings between functions, key sequences, and M-X command names in the current
mode. Here are the commands.
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e Screen: Displays a read-only list of bindings in the current pane. The menu
of commands lets you get more information about an item, or quit the listing.

e Buffer: Prompts for entry of a buffer name, and then appends the list of
bindings for the current mode to the buffer, creating a buffer if necessary.

e File: Prompts for entry of a file name, and then writes the list of bindings
for the current mode to the specified file. It creates a file if necessary.

e Printer: Prints the list of bindings to a printer, offering the local printer as a
default.

e Help-help: Provides descriptions of the commands under All-commands.

e Leave-help: Exits the On-line Help facility and returns to the most current
location prior to requesting help.

e Quit-list-keys: Exits the current level of help and returns to the previous
level, which is the menu for Key-bindings.

e Help-help: Provides descriptions of the commands under Key-bindings.

e Leave-help: Exits the help facility and returns to the most current item prior to
requesting help.

e Quit-key-help Exits the current level of help and returns to the the menu for Help
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Direct Help Via NMODE Commands

This sections discusses the direct access routine for getting help in some detail.

The third major way to get help is to execute a command that provides direct access
to on-line documentation items. This routine is very efficient when you know what help
you want and know which command to execute.

The M-X command names are the same as the command names. You can find the alter-
native bindings by executing Help, Key bindings, Description and typing the command
name.

Commands That Duplicate Browser Commands

In essence, the following commands provide direct access to the same help that you can
get by using the menu driven routine for getting help in a browser.

M-X Apropos Prompts for entry of a string (e.g. file or 1isp) and then
displays a list of commands that relate to the string. This
command is also available as M-X Help Apropos.

M-X Help Bindings Works as if you had executed Help and then Key-bindings.

M-X Show Key Binding Prompts for entry of a key sequence or M-X command name
and then redisplays the entry and the corresponding, bound
command function or indicates that the entry is not bound.
M-/ is an alternative key binding.

M-X Help Explain Prompts for entry to a string to be explained and then displays
items related to the string, together with an explanation of

what the string represents. Alternatively, you can execute M-
X Explain.

See the NMODE Command Reference manual if you need more information about these
commands.
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Help Tools

Several NMODE commands let you get information that answers particular questions;
for example: What is the current location of the cursor? While these commands are
not necessarily part of the help facility, they are discussed here because they provide
information you can get “on-line” by executing a command.

M-X Count Occurrences

M-X Find Item

M-X Show Fill Values

M-X What Cursor Position

M-X Show Function Bindings

This command determines and briefly displays the
number of occurrences of a specified string after the
point in a buffer.

This command, which works with code indexes, lets
you locate source code for a specified or default func-
tion that is contained somewhere in the files index.
M-. is an alternative binding.

This command displays the current values of system
variables related to the left margin, indentation, right
margin, and fill prefix.

This command displays information about the cursor’s
current location. C-X = is an alternative binding.

This command prompts for the name of a command
function and then shows all the current bindings for
that function.
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Help During Input Mode

It is often desirable to let the system complete a long command, buffer or file name for
you. If you type enough letters to uniquely identify a name, pressing the space-bar will
cause the name to be completed. If however, the system “beeps”, then either more than
one name matches the letters you have typed or there is no name that matches the letters
you have typed.

If multiple names exist, you can have the system present you with a list of all matching
names by typing a question mark. This places you in Prompt Broswing Mode which is a
special extension of Input Mode. While in Prompt Browsing Mode, you can use search,
filtering and grouping commands (discussed in future chapters) to see which names you
have available to complete the pending input operation. Browsing an item in the list
completes the pending input operation with the selected name. The Quit command in
Prompt Browsing Mode returns you to Input Mode (where you typed the question mark).
See the section on M-X Command name in the Basic Use of NMODE chapter for more
information.

A Short Tour of the Help Command

Try the following to become familiar with the Help command.
1. Go to NMODE Root by typing M-X Nmode Root.
2. Press (1] for help. A help menu will appear:

Vhere-am-I Explain Key-bindings Documentation Tutor Help-help Quit-help

Typing for Where-am-I will cause a short description of the current mode or appli-
cation to appear on the screen. What gets displayed depends upon where you were when
you asked for help. You can now type to quit or to leave the help system.

The distinction between “leaving” and “quitting” the help system becomes important
when you go “deeper” into the help system. For example, typing (H ] for help and then
another (H] for help-help causes information about how to use the help facility to appear.
If you now “quit”, you will return to the previous help menu. If you “leave” you will
completely exit the help system.
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Help with Xey Bindings
Try the following:

. From NMODE Root, press [(H ] for Help.
Press (X ) for Key-bindings.
Press (0 ] for Description.

Now type a key sequence such as [cTRL}-(X] (CTRL}-(S ). A message will be displayed
that shows the key sequence and its current command binding. In a moment, the
screen will display information about the command and any other key bindings.

I S

5. Press to Leave the help system.

This ends the short tour. The other commands work in about the same way as the two
commands you toured. Experiment with the help facility and use it according to your
needs and preferences.
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Chapter 5
Introduction to Browsers

Introduction

This chapter contains fundamental information about browsers. The next several para-
graphs provide an overview that lets you know what a browser is and how a browser helps
you use the NMODE environment. The remainder of the chapter extends information
contained in previous chapters by providing detailed descriptions of how browsers work.

To get started, the following information items provide some background for defining a
browser.

e You already know that NMODE often displays a list of items and that you can
point to one of the items and browse into it.

e You also know that the items in the list are write-protected, which generally means
that you cannot insert typed characters into the items.

* When you see a list of items, you know that, besides executing NMODE commands,
you can execute special commands that appear in a menu in the message area.

The interface and mode in the NMODE user environment that provides a list of items, a
non-character-insert (write-protected) state, and a menu of special commands is called a
browser. Think of a browser as a tool, having a browsing mode, that lets you manipulate
a set of items of a certain type. For example, the browser for Directories lets you
manipulate files in directories, while the browser for Butfers lets you manipulate current
editing buffers.

Besides letting you manipulate items, the browsers provide a very convenient way to
move around the NMODE environment. To some extent, your ability to use NMODE is
determined by your skill in using the assorted browsers.

NMODE automatically provides browsers for some facilities. You need to load other

browsers. Each chapter that discusses a system facility mentions any procedure required
to use the associated browser.
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As you work through the rest of this chapter, and succeeding chapters, just remember
that invoking any browser:

e Displays a “title” above the list of items and an entry in the mode line that tells
you which browser you are in.

e Displays a list of write-protected items. The type of item depends on the browser.
For example, when you see Browser (Buffers) in the mode line, the items are buffers
such as MAIN, OUTPUT, or MYCODE.

o Provides a menu, in the message area, of special commands that you execute by
pressing the capitalized letter in the command’s name. These commands are in
addition to the usnal NMODE commands provided by the browser mode.

Using Browsers

The interface for a browser is consistent. Take a moment to examine this screen display.

Title: NMODE Root

/ Buffers
/ Directories
Items: Documentation
\ User Options
\ Additional Facilities
Mode line: Q@ Browser (NMODE Root)
Message area: Help Browse Group Filter Create Options Kill Quit

Certain entries in the display indicate your current level and location in the NMODE
environment. Others indicate items that can be manipulated and commands that can
be used. Here is some information about each major part of the display.

e The message area contains special commands. Each browser has its own set of
special commands. You can execute these commands in addition to any available

NMODE commands.

o The title in the display, NMODE Root, indicates which which browsers you are cur-
rently using within NMODE. In the above screen, iMode Root means that you are
at the top or root level of NMODE. Additionally, the display title ofter indicates
the type of the items in the browser’s list. For example, if the title is Buffers, you
know that the items in its list are editing buffers. If the title is something like Di-
rectory: /users/john/new-code/, the items are files and directories in the indicated
directory.
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e In the above display, the list contains facilities called Buffers, Directories, and

Documentation, among others. These facilities are the items that you can point to
and browse or manipulate. The items of a browser can be facilities, directories, files,
buffers, code indexes, source code lines, and so on. If you begin at the top level
and browse to successively lower levels, you will move from more general facilities
to more specific types of items.

For example:
a. Browse Directories, which is a top-level facility;
b. Browse an active directory such as $HOME/, which is an intermediate-level item;
c. Browse a certain file such as .nmoderc, which is a lower-level item; and
d. Edit a specific portion of source code in the file; for example,
(nmode:nmode_invert_video).

which is a very specific piece of code.

With this information in mind, the next few subsections contain information that can
help you move around in the browsers provided by the NMODE environment.

Accessing Items at Various Levels

In using browsers, it is helpful to think about how to access some items at the same time
that you think about the items themselves and where they are located. For example,
suppose you want information related to the Find File command. This information “sits”
at a low level within the NMODE environment. Starting at NMODE Root (the top level),

you could:

1. Point to and browse Documentation, a top-level facility.

2. Point to and browse NMODE Commands, a particular online document at the second
level of NMODE.

3. Examine the long list of commands, and seeing that the Find File command does
not appear on the first paneful of commands, scroll the display until you can point
to and browse Find File. Note that the command is a particular online item at the
third level of NMODE.

4. At the fourth level, you see assorted information about the Find File command.

For example, you see the name of the function that executes the command and
the name of the extended command. Notice that, when you get down to this low
level, the modc line displays Text Drowsing to indicatc that you are in a mode that
lets you read basic online information. Notice also that at this level, the Browse
command is no longer available in the menu because you have reached a sufficiently
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low level that further browsing is not possible. That is, you are at the lowest level
of NMODE along the “path” that you browsed.

This procedure for using a browser was introduced in earlier chapters as the point and
browse routine. Most people employ this routine within browsers until they become
sufficiently familiar with the overall environment to use more efficient routines. For
example, a direct access routine (M-X, C-X, or softkey command, for example) provides
a much more efficient way to get to an exact item, regardless of level, but you need to
know the name of the item and the command that accesses it.

Working With Items in a Browser
Every browser contains a highlighted region that indicates the current (selected or pointed
to) item in the list. Moving the highlight to a different item selects that item. The
highlighted region also contains the cursor.

To move the highlight down, and thus select a lower item in the list, use any of these:
the Down-arrow key (¥], or the Spacebar, or the key.

To move the highlight up, and thus select a higher item in the list, use any of these: the

Up-arrow key (A}, or (Back space).

You can also use the NMODE commands, C-N and C-P to move the highlight down and
up, respectively.

You can skip several items by prefixing your command with a universal argument. For
example, C-4 followed by will move the highlight down four items. The and
keys will also skip a screenful of items at a time.

If you have window management software and a mouse, move the pointer onto a desired

item and click the left button. The highlight moves to that item. A second click will
browse the item.
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The Menu of Commands

The commands in the menu for a browser differ from “regulaxr” NMODE commands in
the following ways.

invoked in a character-insert state as is the Emacs editing mode. Just press the
capitalized letter in the command’s name to execute 2 command. With a mouse,
put the pointer on the command and click the left button.

W e No prefix-character is required to execute a command because browsers are not

e Each browser has its own menu of commands. The available commands relate to
the functionality of the browser.

Some commands, such as £ilter, group and help prompt you with a second level menu of
commands. Second level menus replace the original menu of commands with the name of
the command you just entered, such as *GROUP:*. the input line then contains the menu
of commands available. Execute a command using the capitalized letter of the command
or the left mouse (locator device) button. Use the quit command in a second level menu
to return to the original command menu without executing a command.

Many menu commands can use command arguments to execute the command on con-
secutive browser items. For example, the item secondary command under the filter
command can be executed on the next 4 items by entering C-4 FI.

e Some commands such as Quit, Help, Browse, Group, and Filter appear in the menus of
most browsers. A browser may have commands that are specific to that type of browser,
such as Add-files in the index browser.

The next section discusses some commands that are common to most browsers. Other

commands are discussed in subsequent chapters that discuss browsers. For quick refer-
ence to commands, see Appendiz B: Browser Menus, which is a lift-out card.
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Common Browser Commands

While each browser has its own menu of commands, the following commands appear in
the menus of most browsers. Descriptions of commands related to a particular facility
browser appear later in the chapter for that browser. The next several subsections
describe the common commands.

Browse

Executing Browse usually “goes into” the current item in some sense. For example,
browsing an active directory in Directories invokes the browser for the active directory.
In other cases, browsing an item accesses the item so you can view or edit it. For
example, browsing an item in a code index causes the corresponding source code file to
be displayed in a buffer, ready for viewing or editing.

Create

Many browsers provide this command. Executing Create provides a menu of potential
items that can be created. In the case of buffers, the menu looks like this:

Buffer File Other Quit-create

Executing Quit-create exits the create menu and redisplays the top level menu for the
browser. Selecting Buffer or File prompts for a buffer or file name and then browses the
newly created buffer or file. In a different browser, you might see options for different
types of items, and they will create and browse objects of the corresponding type.

Executing Other invokes a create browser. The mode line displays:
Q@ Browser (Create)

to indicate that you are in a create minor mode within a major browser mode. Potential
items that can be created are presented in a list. For example,

Activate Directory
Buffer

Code Index

Compilation Error Index
Directory

File
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and the menu of commands includes:
Help Browse Group Filter Create-item Quit

By putting the highlight on one of the items and typing (¢ ) to Create-item, NMODE
will create and browse an item of the specified type. Pressing (4 ) to Quit, will return
you to the browser in which you executed the create-other.

Note that creating a file or directory with the create command will actually create the
file or directory on you disc and then browse you into a buffer or directory browser. This
differs from the find-file or visit-file NMODE commands which do not create a file
on your disc until you give a save-file or write-file command.

Group

The Group command allows you to select several items for a particular operation. For
example, you could group all files in a directory that were created on the same date and
then copy them with one command. An item is grouped when it is preceded by a >.

Executing Group provides a menu of second-level commands, which let you place items
in a group. Other commands such as Filter use grouped items. When the multiple
selection option is turned on, some commands directed to one item in a group will act
on every item in the group. Examples of such commands include: Move, Copy, and Print.
Here are the second level commands:

Item This command includes a previously ungrouped item as part of the group.
A > is then displayed in front of the item.

Exclude This command removes an item from the group, removing the >.

Matching This command prompts for entry of a string and groups all the items that

contain the string in their display lines. This command does not exclude
previously grouped items; it just groups more items.

Differing This command prompts for entry of a string and groups all the items
that do not contain the string in their display lines. Like matching, this
command does not exclude previously grouped items.

Clear This command removes all items from the multiple selection group.
All This command includes all items in the multiple selection group.

Reverse-all This command inverts the grouping of all items in the browser. Every
item that was grouped becomes excluded and vice-versa.

Quit-group  This command aborts the command and returns to the current browser.
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A command argument such as C-$ can be used before a group-item or group-exclude
command to modify several consecutive items.

The Multiple Selection Option and Grouping

This option determines whether a browser command will affect a single item or a group
of items.

When multiple selection is 08 and the current item is grouped, certain browser commands
act on all grouped items, not just on the current (highlighted) item. When multiple
selection is OFF or the current item is not grouped, the command only acts on the current
item.

Filtered items are never included in the multiple selection group, even if an item was
grouped before it was filtered.

For example, here is a section of a directory browser’s list.

Directory: $HOME/ (/users/joe/)

Last Read: 1-Jun-86 09:00:34 (Multiple-selection is ON)
File Name Type Size VWrite Date Permission Owner
.cshre File 1878 7-May-86 08:24:61 -rwxr-xr-x root

> ugll.text Document 26931 11-May-86 10:67:62 -ru-r--r-- joe
ugOlintro File 32303 7-May-86 08:24:52 -r--r--r-- moe

> ug02.text Document 86188 2-Apr-86 12:44:03 -rw-r--r-- joe
ugO2screen File 936956 7-May-86 08:24:64 -r--r--r-- moe

> ug03.text Document 16270 31-May-86 18:00:03 -rw-r--r-- joe
ugO3help.text  Document 20621 7-May-86 08:24:64 -r--r--r-- moe

Notice that the value of the multiple selection option is 01 in this example and three files
have been grouped. If the highlight is placed on any of the grouped items, some browser
commands (such as kill and print) affect all of the grouped items.

You may change the setting of the multiple selection option in NMODE General User
Options.

Grouping commands operate only on displayed (un-filtered) items.
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Filter (Hide)
The Filter command allows you to “prune” a long list of items to a more manageable

list. It is a handy way to select similar items or create a list of items to be manipulated
(i.e. printed, purged, etc.).

Executing Filter provides the following menu of second-level commands that let you
filter items.

Item Grouped Non-grouped Matching Keep-matching Undo Quit-filter
Except for Quit-filter, the second-level commands imply the criteria for filtering.

Item This command filters (hides) the current item, removing it from the
displayed list in a browser, but the item is not destroyed or lost. A
command argument such as C-4 can be used before executing filter-
item to hide several consecutive items.

Grouped This command hides all grouped items; the items preceded by a >. Prior
to executing this command, you need to use the Group command to
designate the items you want to include in a group.

Non-grouped This command hides all items in a list that are not grouped. If no items
were previously grouped, the command hides all the items, which can
be a bit shocking.

Matching This command prompts for entry of a string and then hides all items
that contain the string some where in their display line. For example,
you can hide all the files owned by root in a directory browser.

Keep-matching This command prompts for entry of a string and then keeps all items
that contain the string somewhere in their display line.

Undo This command “undoes” (reverses) the effect of the most recent
second level command under Filter, except Undo and Quit. For example,
if you executed Grouped to hide a group of marked items, executing Undo
returns the items in the group to the display.

When a filter is applied, the mode line will contain <n FILTERS> where n is the number
of filter operations applied. Undo will reverse the action of only the most recent filter
and reduce the <n FILTER> count by one. Consecutive filter-item commands will be
compressed into a single filter.
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Since more than one filter can be applied to make a list, more than one Undo may be
needed to return to the original list.

An Example of Filter

The following example of Filter illustrates a use of successive filters to produce a manage-
able list of items. This example provides a demonstration of filtering the documentation
in NMODE Commands. Execute these commands:

1. M-X nmode root;
2. Move the highlight to Documentation and execute Brovse;
3. Move the highlight to NMODE Commands and execute Browse.
This displays a long list of items where each item is the name of a command (on the left)

and a description of the command {on the right); for example, the title and top item
look something like this:

Documentation: NMODE Commands

Abort Edit Template aborts edit of a language template.

Now for the tour:

1. Execute Filter. Then execute Keep-Matching and enter the word: file as the string.
This will reduce the list considerably, displaying only commands that contain the
term, file, in their display text<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>